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Lightning Returns: Final Fantasy XIII is a 
very special game for us. It is the result 
of several years’ work on the trilogy, with 
all of the team’s experience culminating 
to offer an outstanding concluding title. 
It is a synthesis of memorable features 
and faces from previous Final Fantasy XIII 
episodes, but also a new and distinct 
adventure in its own right. 


When | iook back, | realize that our decision 
to make Lightning Returns so open, and to 
give full control to the player, was a bold 
move. With three difficulty levels, a world 
that evolves throughout the thirteen-day timeline, and the unpredictability 
of each player's choices, ensuring that the game remained fun and balanced 
no matter what was incredibly challenging; and this was a challenge that 
we embraced. We have worked hard to refine Lightning Returns so that 
there is always something in it for you, wherever you are and no matter 
what you have achieved to that point in the game. 





This is precisely where this guide comes in. With so many things to be 
accomplished and uncovered in a game world teeming with opportunities, 
this book will be a teacher with boundless patience, a savior when things 
seem bleak, and a wise friend always on hand to offer the advice you 
need. It is encyclopedic, yet unfailingly accessible. Our longtime partner, 
Piggyback, has accomplished miracles in creating this authoritative (and 
beautiful!) companion tome. 


| am pleased and honored to welcome you to the world of Nova Chrysalia, 
and | trust that this guide will help you enjoy every last moment of our game 
to its fullest. 


Motomu Toriyama 
Director, Lightning Returns: Final Fantasy XIII 
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FAMILIARIZATION 


This is your first episode of the Final Fantasy XIII series, 
or you have limited role-playing game experience, 


Cast & Concepts chapter (page 10) 
This features brief summaries for key protagonists and events in 
the series to date. 


Primer chapter (page 20) 

The Primer will help you to get to grips with character progression, 
exploration, combat and the passage of time, among many other 
concepts, and will enable you to approach the early stages of 
Lightning Returns with far greater confidence. 


Walkthrough chapter (page 54) 

Here you will find a gradual and accessible progression plan in 
the Nova Chrysalia world, highlighting opportune moments to 
acquire new equipment or abilities, and presenting quests in an 
order that will help you to avoid potential difficulty spikes. If you 
need assistance in completing any of these objectives, you will 
find appropriate page references to other chapters. 


QUICKSTART 


Past the opening hour of the story, Lightning Returns offers you the freedom to 
complete main quests and optional objectives as and when you see fit. It features 
play mechanics and underlying systems that are extraordinarily rich and complex, with 
a multilayered and flexible battle system that requires countless hours of experience 
and practice to master. 


While such freedom is hugely enjoyable and inspiring, it also means that there are 
various potential traps that lie in wait for the unwary player — particularly difficulty 
spikes that arise from poor preparation, or attempts to conquer challenges best left to 
later in the story. You will therefore greatly benefit from having a clear idea of how you 
want to approach the adventure. 


In this Quickstart section, we have defined four different play styles or general 
objectives that you may have. Depending on what your goals are as you begin playing 
Lightning Returns, this will enable you to identify what sections of the guide will be 
most relevant to you. If you redefine your priorities as you delve further into the game, 
feel free to come back here to find quick references to other sections of the guide 
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GAME COMPLETION 


Your primary goal is to complete the main storyline 





Main Quests chapter (page 66) 

This chapter provides step-by-step guidance for the five main 
quest storylines, with annotated maps offering visual solutions 
to every challenge and dungeon. 


nr OP 


Guide Contents Overview 


Broadly speaking, the main chapters of this guide belong to one of three categories, each reflecting a way to use the guide depending on your play style 


and level of proficiency: 


GAMEPLAY CHAPTERS 
* Primer: An overview of all key game features — the ideal entry point 
to the guide for most players 


* Strategy & Analysis: An utterly comprehensive, in-depth analysis of 
the game's fundamental mechanics 


REFERENCE CHAPTERS 
* Bestiary: A catalog of all enemies in the game, with a clear data 
sheet and authoritative combat strategies for each assailant 


* Inventory: Lists of all items and abilities, with details on their 
availability conditions, parameters and effects 


* Extras: Details on various unlockables and bonus features 


Quest chapters (pages 66, 104 & 136) 

If you need help for any quest in particular, the Main Quests, 
Side Quests and Canvas of Prayers chapters have at-a-glance 
solutions for the corresponding missions. A single look at our 
annotated maps will often be enough to get you back on track. 


Bestiary chapter (page 150) 

If you struggle against an enemy, the Bestiary offers you complete 
coverage of all monsters, highlighting their weaknesses and how 
they can be defeated with ease. You can find a complete directory 
of all creatures at the beginning of the Bestiary itself. 


WALKTHROUGH CHAPTERS 
* Walkthrough: An optimized path through the game for a first 
playthrough 


* Main Quests: Map-based, step-by-step solutions for all main quests 
* Side Quests: Concise map-based solutions for all side quests 


* Canvas of Prayers: Requirements and solutions for all Canvas 
quests 


* Ultima Walkthrough: An optimized path through the game for 
experienced players 
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Ultima Walkthrough chapter (page 300) 

After at least one initial playthrough, the Ultima Walkthrough will 
help you achieve a “perfect” playthrough, completing all possible 
quests and giving you ample time to prepare for the game's 
toughest challenges. 


Strategy & Analysis chapter (page 260) 

An in-depth look at the many systems that underpin the playing 
experience, which will enable you to greatly optimize your 
performance. 


Inventory chapter (page 222) 
Find out how to acquire every last piece of equipment and ability, 
study their parameters, and understand their usage and effects. 


Bestiary chapter (page 150) 
To reach 100% completion, you will need to defeat all monsters 


in the game, including the ultimate bosses. The Bestiary offers 
data sheets and extensive analysis for every enemy type, with 
reliable five-star strategies. 

Extras chapter (page 310) 

Here you will find details on any Trophies or Achievements 
missing in your collection, as well as New Game+ features and 
assorted special events. 
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Whenever you require an answer to a particular question, you may find that your most direct route to the solution lies in this thematic index. 

















BEGINNER QUESTIONS OPTIONAL OBJECTIVE QUESTIONS 
| How does this game work? What am | supposed to do? 22 | Is there an optimal order to complete all optional activities? | 54, 300 | 
What difficulty setting should | choose? EE | | Where can | find assistance for the Luxerion Side Quests? | 106 | 
What are the game's controls? 27 Where can | find assistance for the Luxerion Canvas of Prayers 138 | 
How do | make sense of the game's interface? | 25 Quests? 
How does the time flow system work? 23 Where can | find assistance for the Yusnaan Side Quests? | 114 
How do I read the map? | 7 Where can | find assistance for the Yusnaan Canvas of Prayers 140 
What is a Schema? 31 Quests? : s i 
How should | design each Schema? | 3$ Where can | find assistance for the Wildlands Side Quests? | 12 
How do | use abilities? 32 ee on | find assistance for the Wildlands Canvas of Prayers 142 
via — wie | - Where can | find assistance for the Dead Dunes Side Quests? | 132 
asm Where can | find assistance for the Dead Dunes Canvas of Prayers 
How do | develop Lightning? | 34 | Quests? 146 
How do | defeat enemies? | 37 ! Where can | find assistance for the Global Canvas of Prayers 
What are the strengths and weaknesses of my enemies? | 43 | Quests? Ms 
What is stagger? 38 " 
What is Perfect Timing? | 39 | INVENTORY QUESTIONS 
What do the battle-related icons mean? | 40 | Where can | find details on Garb? 224 
What are status effects? 41 | Where can | find details on Weapons? | 226 | 
What are Chaos Infusions? | 45 | | Where can | find details on Shields? 230 
What is EP used for? 45 Where can I find details on Accessories? | 232| 
What are the main points of interest in each region? | 46 | Where can | find details on Abilities? 236 
What am | supposed to do on the Ark? | 44 | Where can | find details on Adornments? | 234 | 
Where can | find details on Shops? 256 
MAIN STORY QUESTIONS Where can | find details on Components? | 252 | 
L Where can I find details on Recovery Items? ES 
I'm stuck in a main story mission. Where can | find help? 66 
Where can | find help on chapter 0-1? | 68 ADVANCED QUESTIONS 
Where can | find help on chapter 1-1? 70 
Where can | find help on chapter 1-2? | 71 | What is the meaning of each attribute? 263 | 
Where can | find help on chapter 1-3? | 71 | What are the exact parameters of status effects? | 264 
Where can | find help on chapter 1-4? | 72 | | How does the stagger system work? 266 
Where can | find help on chapter 1-5? 73 | | How is my battle score calculated? | 270 | 
Where can | find help-on chapter 2-1? | 74 | Why are my actions interrupted during battles? 273 | 
Where can | find help on chapter 2-2? 77 What is the best way to enhance abilities? | 280 
Where can | find help on chapter 2-3? | 79. Which garb or equipment should | prioritize? 284 
Where can | find help on chapter 3-1? 80 How can | make my Schemata more efficient? | 291 
Where can | find help on chapter 3-2? l 82 | How can | boost my progression? 296 
Where can | find help on chapter 3-3? 84 | 
Where can | find help on chapter 4-1? 92. 
Where can | find help on chapter 4-2? 93 
| Where can | find help on chapter 4-3? | 94 
Where can | find help on chapter 4-4? 96 
Where can | find help on chapter 4-5? | 99 
Where can | find help on chapter 5-1? 90 
Where can | find help on chapter 5-2? | 91 
Where can | find help on chapter 5-3? 91 
Where can | find help on chapter 5-4? | m 
Where can | find help on chapter 5-5? 91 
Where can | find help on chapter 5-6? | 91 
Where can | find help on a main story mission on the Final Day? 100 | 
What is New Game« (SPOILER WARNING)? - | 34 
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The Angel of Valhalla 
The Avid Reader 

The Fighting acues. EXTRAS 
The Girl Who Cried Wolf 
The Grail of Valhall 
The Great Break-In 

The Holy Clavis — — 
The Hunter's Challenge 
The Legend of the Savior. 
The Life of a Machine 
The Old Man and the Field 
The Real Client 
The Right Stuff 
The Saint's Stone 
The Secret Lives of Sheep — 
The Thing She's Lost 

Time Doesn't Heal ——— 
To Live in Chaos 

To Save the Sinless — 

Too! of the Trade 

Trapped TM 
Treasured Ball 

True Colors 

Two Together 

Ultimate Craving — 
Unfired Firework z 
Voices from the Grave — 
What Rough Beast Slouches 
What Soul Seed Traders Want 
What's in a Brew? ———— 
What's Left Behind 
Where Are You, Moogle? 
Where Chaos Siees. 
Where Moogles Be 
Where the Clavis Lies — 
Whither Faith 
Wildlands in Danger! — 
Wishes on a Canvas 

Youth Potion — — e 
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Lightning 


Lightning is one of the humans made l'Cie who 
turned their backs on their fates and saved 
humanity. Though she was being used as a 
pawn by the gods, she fought with her allies to 
protect her homeland of Cocoon. 


When her life seemed her own again, she was 
swept away by the power of Chaos and was 
trapped in Valhalla, the unseen realm. She was 
chosen as the one warrior who would fight to 
protect humanity's fate, and yet she was struck 
down in her greatest battle 


Serah, her younger sister and the last remaining 
member of her family, died beyond her reach. 
Chaos flooded the world, destruction and peril 
walked hand in hand, and Lightning lay down 
her sword to sleep in crystal for 500 years. 


But now the final days of the world have arrived, 
and someone has roused the sleeping warrior 
He is the almighty god, Bhunivelze, and he tasks 
her with a new duty. Her final role in humanity's 
history will be as the savior of souls 


Bhunivelze 


Almighty Bhunivelze, god of light, stands above 
other gods and holds the world in his palm 


It was Bhunivelze who called to Lightning, 
forcing her to awaken from her long crystal 
Sleep to become the savior. And he made her 
a promise: if she completed this great task for 
him, he would use his power to bring her sister, 
Serah, back to her. 





The Destruction 
of the Old World 


















During the events of Final Fantasy XIll-2, Lightning's 
younger sister, Serah, set out on a journey to avert 
the terrible future that awaited humanity. But 
that journey ended in disaster, bringing about the 
ruination of both time and space. The goddess 
Etro, who maintained the equilibrium between the 
world of the living and the world of the dead, was 
gone. And with her went the barrier which held the 
à power of the Chaos at bay, allowing it to flood into 
j È the human world 


E - 









s No Destruction slowly spread across the land over 
RE intervening centuries. There are now only 


"ss 


~~ buf small islands left amidst the darkness 
— Where people still cling to life. 
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Creating a 

New World 

Bhunivelze will use the souls of the saved to 
populate his new world. For that purpose, he 
has selected a savior to gather the souls and 
prepare them for the new world. 


The people, however, have not lived all these 
centuries unscathed. Surrounded by death and 
destruction, some now harbor a heavy darkness 
in their hearts. These people will not be reborn 
in the new world; their only fate is to wander 
forever in the mire of the Chaos. Cut them free 
from the regrets and griefs that bind them and 
Lightning will save them for the new world. This 
is the main task of the savior. 


By dealing with these unhappy individuals, the 
savior will build a relationship with them and 
lighten their hearts, granting them the right to 
be reincarnated in the next world. Doing so will 
help the savior as well, giving Lightning more 
Eradia and enabling her to grow stronger. 


Eradia & the World's 
Remaining Time 

The world has nearly reached its end; the last 
few days now slipping away from humanity. 
But the savior can give her own energy — her 
Eradia — to buy more time for the world. 


Thirteen days is the limit to how far this time 
can be extended. On the thirteenth day after 
Lightning awakes in this world, destruction 
will come and it will be inescapable. That 
is when, it is said, God will create his new 
world. The savior has the power to save 
humanity's souls to be reborn in that new 
world, but the question is whether she has 
the time to wield it. 


Eradia is intimately tied to the savior's holy 
task. To gather more, Lightning must free the 
hearts of the people from the darkness that has 
consumed them. 


Nova Chrysalia 

The people call this land — which falls further 
under the sway of the Chaos each day — Nova 
Chrysalia. 


In this world, there is no aging, though the 
people can and do die from accidents and 
illness. By losing the natural progression 
to death, they have also lost the natural 
propagation of life and no new children have 
been born in all the centuries since the Chaos 
first broke into the world. For the past 500 
years, the world’s population has dwindled and 
society grown stagnant. 


With no changes to mark the march of years, 
the decades slip past as fleeting as the seasons 
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once did. Children stay forever innocent and 


simple in their hearts. Some believe that God in 
his mercy must have taken from humanity some 
part of their hearts that would enable them 
to truly know the horrible fate they have been 
trapped in. All so that they might live on forever 
in peace, instead of falling prey to the despair 
that is their only inheritance in this world. 


The history of Nova Chrysalia began 500 years 
ago, when the walls between this world and 
the next broke, enabling Chaos to flood the 
dimension in which humanity lives. 


The influx of Chaos slowly covered the lands, 
leaving only small tracts still inhabitable by 


man. The people stood strong in the face of 
this disaster thanks to the strength of their 
leader, Hope Estheim. But when he disappeared 
without warning 169 years ago, the bonds that 
had held society together began to dissolve. 


After many years of living with the Chaos, 
a church that preached of God's salvation 
appeared and quickly grew to power, capturing 
faltering hearts. This was the Order of Salvation. 
It brought about great changes in the lives of 
the people, and returned a sense of stability to 
society. The people of this dying world largely 
chose the path of faith: bowing to God in hope 
of salvation. 
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The Order of Salvation 


The Order now governs much of human society from 
its seat of power in the grand cathedral in Luxerion 


Believe in the coming of the new world, entrust 
yourself and all you are to God on high — this is the 
teaching that has won over the majority of humanity. 
It is a message of hope in a world with no future, 
a balm for those suffering under the burden of 
overlong lives. 


In the past, the Order also led the suppression of 
“heretics” who did not accept its principles, but that 
is no longer official policy. This is part of the reason 
why so many people are perplexed by the one-sided 
violence being displayed by some heretic groups. 


The Children of Etro 


The Children of Etro is a religious group pledged to 
the goddess of death. Its members believe that the 
only salvation humanity can look forward to is the 
peace of death 


Etro's followers have turned their back on the 
teachings of the Order, and expect no salvation from 
almighty Bhunivelze. They do not hope to be reborn 
into the new world which Bhunivelze promises. 
Rather, they hope to be welcomed into Valhalla, the 
world of the dead. 


Many heretics are moderates who keep to 
themselves, but there are also fanatics who are 
willing to commit murder in the name of their own 
brand of salvation 











The Savior 


Scripture tells believers that a savior will appear at 
the end of the world to do God's bidding and save 
the souls of the people 


When the day of salvation comes, all life will end. The 
souls of those chosen by Bhunivelze will be saved and 
reborn in a new world. The one who is tasked with 
delivering them there is known as the savior. 


In this sense, the savior also heralds the coming 
of the end. For the heretics who do not believe 
in the teachings of the Order, or the promise of a 
new world, she is thought to be little more than a 
harbinger of destruction. 


Hope Estheim 


Hope is Lightning's partner in her journey as the savior, 
leading her through her final days with the world 
They were allies once before, a thousand years ago 


Hope had been a boy when they first met, living a 
sheltered life within the floating world of Cocoon, 
until his peaceful days were shattered and his 
mother died before his eyes. He blamed Snow for his 
mother's death, but was forced to work with him to 
defy their shared fate, and through his journey, Hope 
learned to see beyond his grief and hatred. 


When he was a young man, Hope helped human 
society rebuild from the disasters that had befallen 
it. He led the Academy, a research institute formed 
to help humanity build its own future free from 
fal'Cie. He launched massive projects that would 
take centuries to complete, believing that science — 
not the gods — would save the people. 


Yet now he appears to have withdrawn from human 
society, hiding himself away to labor in God's service.. 
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Lumina 








. 
It seems that she has met Snow before, and 
that the two have more than just a passing 
acquaintance. But Lightning has spent the last 
five centuries in crystal, and she has no way of 
knowing what could have happened between 
the two 
Still, she cannot deny that the girl bears a 
striking similarity to Serah. But Serah is dead 
and this Lumina seems to have her own goals 
Snow Villiers 
Serah's fiancé from a lifetime ago, Snow fought 
alongside Lightning when they were both l'Cie 
When Lightning disappeared, Snow went beyond the 
constraints of time to learn the truth. While on his 
journey, he embraced a dangerous fate, becoming a 
l'Cie once again for the terrible power that it granted 
him. Yet even gambling away his own future did not 
win him what he wanted, and in the end he was not 
able to be with Serah when she died e THE ORDER 


Centuries have passed since that day and the world « 
has changed. Snow rules the glittering city of Yusnaan 


as its Patron, and hides away within his palace è THE SAVIOR 
. f 
* LUMINA 


Serah Farron 

Serah was Lightning's younger sister, and 
Snow's fiancée. Once she was embroiled in ^" 
the games of the gods, but Lightning and Snow 

helped save her from that fate, as they fought ds 

with the help of their allies 


When Lightning became trapped in another world, 
Serah took up arms at her request. She set out 
on a journey through time to stop Caius Ballad in 
his attempts to alter history and ultimately brought 
Caius de ength of heart equal to that 
0 sister. Just v it appeared that she had ; 
successfully brought humanity back to the path 
to peace, her journey ended. The future can be 

changed, but not without a great price 





Now it is Lightning's turn to sacrifice, and she 
will give anything to see her sister alive and 
smiling again 


Oerba Yun Fang 





Fang was an ally and friend wt 


thousand years ago. Her pass 


ought alongside Lightning a 
ons run high and she is a fighter 








through and through 











nd to Vanille, a yc 


2, with bonds beyond tho 









rashly and dangerously when 


Lightning and the others were once forced to turn their blades 


on Fang, but in the end, she and Vanille brought about a 
miracle and atoned for their past sins. To prevent Cocoon from 
falling out of the sky, the two heroes from Pulse became a 
great pillar of crystal, sleeping within for nearly a thousand 
years as they held the weight of humanity aloft 


It has been thirteen years now since Fang emerged from her 
crystal sleep. When they first awoke, both Vanille and Fang 
were cared for by the Order of Salvation. 














ead to 
/ith their help, and his unflagging heart, he 


stood against the destruction he knew to be coming 
g 


By traveling through time with Serah, he succeeded in preventing the worst possible 
outcome of history, and the extinction of humanity was averted 


But his great struggle, though well-intentioned, brought about a different tragedy 
instead. He fought the great warrior Caius, a man he had once considered his teacher, 
and defeated him in their final battle — and in doing so he fell into the trap that Caius had 
so carefully laid, triggering the destruction of the world and Serah's death 





The Chaos that continues to consume the world, the fruitlessness of Serah's death, his inability 
to keep his promise to Yeul — there is so much to regret. Is it any wonder that his heart may have 
become lost in the darkness? 
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Oerba Dia Vanille 








Vanille was raised in the isolated village 
of Oerba on the surface of Gran Pulse. A 
series of events led her and her best 
friend, Fang, to sleep for hundreds of 
years as statues of crystal 


When she woke from her long 
sleep, she found herself telling 
lie after lie, not wanting to 
face the painful reality of 
who she was or what she 
had done. Vanille's presence 
affected the fates of many 
people forever, including 
Serah. But with Lightning 
and her other friends, she 
was able to face reality 
and bring about a miracle 

to help atone for the many 
who were sacrificed because 
of her choices. She and Fang 
became the crystal pillar that 
held Cocoon aloft, saving it and 
its millions of inhabitants 


Nearly a thousand years passed, until 
Vanille and Fang woke thirteen short 
years ago 


Sazh Katzroy 


Sazh is a skilled airship pilot who worked 
together with Lightning in order to save 
his only son, Dajh, from a cursed fate 
His constant companion is the small 
chocobo chick that likes to take shelter 

in his hair 


He succeeded in getting his son 
back safely, only to be drawn into « rans 
a time paradox and lose Dajh 

again. In order to be reunited with * NOEL 
his son, he gambled his fortune 

in a mysterious casino at the end * VANILLE 
of time. With Chocolina's help, he 
managed to find Dajh once more. 


Five hundred years have passed, 
and young Dajh has slept them 
away in a comatose state. 


Paddra Nsu-Yeul 


Yeul is a seeress who has visions of the future. She 
is reborn endlessly among the people known as the 
Farseers 


All the incarnations of the seeresses have a limited 
lifespan — it is the price that they pay for the ability 
to see into the future. Soon after one Yeul dies, 
another is born with the same appearance and same 
abilities 


There are countless girls who have carried the name 
Yeul in the long history of the world. The majority 
of them have been protected by their immortal 
Guardian, Caius Ballad 








Caius Ballad 


The man responsible for releasing the Chaos 
from the unseen realm and inviting the 
world's destruction. Immortal since ancient 
times, Caius served the seeress Yeul in 
her many incarnations. He vowed to save 
Yeul from the cruel cycle of endless 
death and rebirth 


Caius's plotting led to the downfall 
of the goddess Etro, and brought 
catastrophe. The  unseen Chaos 
released from Valhalla, now consumes 
the world 


He was defeated in his confrontation 
with Noel and he lost the heart, full of 
Chaos, which had kept him alive so long 


Oracle Drives 


These devices can record a vision of what is to occur in 
the future and play it back for others. They are uncovered 
in ruins that once belonged to an ancient people called 
the Farseers. This tribe was ruled for generations by 
the seeress Yeul, who possessed the ability to see the 
future, and they labored to record the visions with which 
she was cursed 


The images which are recorded within an Oracle Drive 
are sure to come to pass, if the current path of history 
s followed. If the future that is depicted in an Oracle 
Drive is somehow changed, then any alternate futures 
that might arise are then reflected in the Oracle Drive 


The Goddess Etro 
and Valhalla 


Etro was a goddess created by almighty Bhunivelze 


She was a foolish goddess who held great affection for 
humanity. Etro gave all of herself for humanity's sake, 
until she sacrificed her own life and fell into the long 
sleep of death 


The wise god Lindzei used the biood that had spilled 
from Etro to create man’s body; his soul was fashioned 
from the Chaos. These wisps of Chaos filled the vessels 
that Lindzei had made and thus humanity was born. 
When a person died, his soul returned to the Chaos 
of Valhalla, the unseen realm where the goddess Etro 
ruled 


Most people now believe the teachings of the Order, 
which preaches devotion to Bhunivelze, but there still 
exist minority groups of heretics who are devotees to 
the goddess Etro 


Though her believers have not realized it, the goddess 
Etro died centuries ago. She was the one who held back 
the Chaos, keeping it within her own realm of Valhalla. 
Lightning was a sworn servant of Etro who fought to 
protect the goddess — a battle she eventually lost. Thus 
began the destruction of the world 


Gods and fal'Cie 


Almighty Bhunivelze created three gods for his world 
Etro, Pulse, and Lindzei 


Etro was a goddess without any power of her own. 
In contrast, both Pulse and Lindzei were granted near 
limitless power, and they built the fal'Cie, servants that 
possess supernatural powers 


The fal'Cie that served the god Pulse worked to terraform 
the expansive lands of the planet, and the world came 
to be known as Gran Pulse. The fal'Cie which served the 
god Lindzei built a world in the sky, and kept humans 
blissfully unaware within a cage they called Cocoon 


The gods did not reveal themselves, but the fal'Cie were 
present in every part of humanity's lives. The people 
depended on them for survival and worshipped them as 
gods. But there are almost no fal'Cie left in the surviving 
remnants of the world 
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The l'Cie 


The l'Cie are humans who have been cursed by the fal'Cie. They are given great powers * 
and magic, but they are forced to obey the gods’ will to achieve their Focus, or mission 
If they fail, the l'Cie turn into mindless monsters called Cie'th 


Lightning, Hope, and their other friends were once branded as l'Cie, but they managed 
to bring about an unprecedented miracle and rid themselves of the curse. Snow is now 
the last l'Cie remaining in the world. 


The cactuar statue that you can see in one of the plazas in Yusnaan is said to be a 
homage to the fal'Cie Cactuar who made Snow a l'Cie once more. It seems that Snow 
and Cactuar had a strange bond between them, far beyond that of any normal fal'Cie 
and its thralls 
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— — This — chapter offers a general presentation of all main features and concepts of 
BAA - significance in Lightning Returns. Though the opening hour of the adventure is linear, and 
* interspersed with useful tutorials, the main body of the game is designed to be completed in 
E practically any order or fashion that you please. While this freedom is hugely enjoyable, it also 
means that there are countless traps that lie in wait for the unwary player — especially difficulty 

spikes, seemingly invincible opponents, and the damage wrought by quixotic personal obsessions 
with specific quests that shou ally be left until later. ` 
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Lightning Returns: Final Fantasy XIII is a very open adventure, with a structure so 
flexible that you may find yourself wondering how to approach it during its first few 
hours. All you know at first is that you contro! Lightning, and that your role as the 
Savior is to save the souls of the inhabitants of the Nova Chrysalia game world 
This is achieved by completing quests, ranging from simple favors to extended 
storylines involving familiar faces from previous Final Fantasy XIII episodes. 


The freedom that Lightning Returns offers in terms of how you complete its 
many disparate challenges is one of its principal charms, but also potentially 
a source of great confusion and heightened difficulty. Perhaps more so than 
the vast majority of RPGs, knowledge is your most powerful weapon in almost 
every situation. The completion of quests is your primary source of stat boosts, 
rather than the traditional approach of incremental growth through enemy 
encounters, and so advancing Lightning's abilities is a matter of accepting 
and completing suitable quests in an efficient order. This is complicated by 
the fact that quests may only appear at a certain time of day, or once other 
requirements have been met. 


There are three categories of quests in Lightning Returns: 


* Main Quests: These are multi-stage storylines that feature important 
characters from prior episodes in the Final Fantasy XIII trilogy. Main quests 
consist of numbered chapters, and must be completed by the end of Day 12 
for you to be able to reach the final section of the story and its accompanying 
challenges. If you fail to fulfill any of them before the Final Day, you will 
hit the Game Over screen and must restart from Day 1. Main quests are 
(with one exception) tied to specific regions of the game world, and are 
automatically available in their respective locations once you complete the 
early tutorial-based sections of the adventure 


e Side Quests: These assignments are shorter than main quests, and involve 
a varied cast of characters encountered throughout the world. Many are 
solved by finding items and returning them to a quest vendor, or resolving a 
situation via individual steps that can be achieved immediately, though you 
will encounter some quests where the necessary tasks will span multiple 
days. The difficulty of each quest is represented with stars (XX), from one for 
the easiest to three for the most difficult. 


Canvas of Prayers: Right outside every Monorail Station, you will find & 
Canvas of Prayers — a notice board that you can consult by talking to the 
nearby Chocolina (GD). Most of these tasks will simply require you to 
accumulate specific items, more often than not by defeating monsters or 
gathering collectible items. Make a habit of checking the Canvas of Prayers 
in each location at least once per in-game day, both to accept new missions 
and to turn in those that you have already completed. Some Canvas quests 
are interlinked: finishing one may unlock another. 


Completing any quest grants you various rewards, including boosts to your 
attributes and items or pieces of equipment. In addition, you also obtain a hidden 
sum of Eradia for each main quest and side quest fulfilled. Eradia is the energy 
that Lightning obtains from the souls she saves (€B). The Eradia you gather is 
transferred to the sacred tree Yggdrasil at the end of each day. By reaching certain 
Eradia milestones, you unlock additional days before the world ends. 


Lightning begins with seven days to save the world. Completing each main 
quest will grant you an additional day. To reach the end of the game, you have 
to play until the end of Day 12 (which requires you to complete all five main 
quests). This gives you access to the Final Day. By completing a large amount 
of side quests, you can unlock a special "extra" day, which takes place after 
Day 12, and before the Final Day. 


You are free to explore the world and complete objectives as you please. However, 
no matter where you are or what you are doing, every day ends at 06:00 prompt, at 
which point you are automatically transferred to the Ark, where time doesn't flow. 
The Ark is where Lightning transfers her accumulated Eradia to the Yggdrasil tree. 
Each new bloom that appears in the brief cutscene represents an additional day 
added to the potential timeline before she begins the next day. 


— 
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The in-game time is represented by a clock display in the top-right corner 
of the field screen. Time flows continuously, and rather rapidly: one in- 
game minute corresponds to two-and-a-half real-life seconds. In the 
game, the passage of time is only interrupted in the following situations 


During cutscenes and conversations with NPCs 


During battles 


* While any menu is open (including shop interfaces and decision 
prompts) 


While the Chronostasis EP ability is active (see page 45) 


* While you are on the Ark 


Outside of these specific instances, time advances inexorably. With only 
thirteen days to complete all main quests, and ideally a good number 
of secondary quests, you might get the feeling that you can't afford to 
waste many minutes. However, there's actually no need to feel unduly 
pressured by this countdown. As it happens, thirteen in-game days is 
more than enough to complete all main quests and the majority of (if not 
all) secondary quests, even if you aren't always efficient, thanks to the 
power of the Chronostasis feature. Once you obtain this EP ability at an 
early stage in the storyline, you can activate it to temporarily freeze time 


EP is a finite resource that is primarily replenished by defeating enemies 
in battle. By engaging in a regular sequence of battles to obtain EP 
while attending to other tasks, it becomes possible to freeze time for 
extended periods. An in-game minute can, once you get to grips with 
combat and efficient EP farming, be extended to entire real-life hours 
with Chronostasis 


The following tips will help you make the most of your time in Nova 
Chrysalia 


* Dashing: You can increase Lightnings movement speed by holding 
2/@. Dashing depletes the blue gauge at the bottom of your 
screen, limiting the amount of time you can spend at this sprinting 
pace. Release the button at any time and the gauge will quickly refill 
As a rule, you should get used to dashing almost constantly, but 
with regular short pauses to allow the gauge to replenish whenever 
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it is almost empty. The refill time is extended and the sprint ability 
temporarily locked if you fail to take this step, which also has the 
side effect of preventing Lightning from using her weapon 


Optimizing journeys: Another key factor to save time is to minimize 
the amount of travelling you do. There are simple rules you can follow 
to optimize your trips in any given region. Rather than running straight 
to a distant place to retrieve an item for a quest you just accepted, 
take the time to talk to all NPCs in your vicinity and agree to complete 
any assignment they give you during a journey There is no limit to the 
number of quests you can have active at any one time, so it always 
makes sense to accept them immediately. You should also check the 
Canvas of Prayers whenever you pass it, and factor in exploration and 
shopping trips where possible. As a general rule, you should aim to 
multitask at all times, "clearing" an area of current objectives (where 
feasible) before you move on to another. 


Remaining busy: Whatever the circumstances, you should always 
remain active and avoid any downtime. If you are done with all 
optional activities in a location and have a few hours to spare before 
you can complete the next objective (for example, because an access 
gate is currently closed, or an NPC has yet to emerge), simply travel to 

nother region and start fulfilling assignments there. Every minute of 
your time should be used to achieve something 


Influence of the time of day: The entire game world is governed 
by the clock. The time of day can determine the availability of quest 
items, the presence of key NPCs, access to particular areas, and even 
the distribution of monsters. Knowing when you're supposed to visit 
an area (for example, by reading the quest descriptions carefully to 
take in such details) is hugely valuable information — enabling you to 
plan your travels accordingly. Naturally, our coverage of quests within 
this guide includes detailed information on all such considerations 


Feature unlocks: Many features in the game are unlocked on a very 
specific day in the storyline. You will also obtain items and abilities on 
each visit to the Ark. This guide reveals the precise unlock progression 
for day-related unlocks, so you need never worry about missing 
anything 
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strategic identity of your creation. If it helps you to adjust to the new system, you can 


simply interpret Schema as “party member” and Schemata as “party” 


Every time you begin a new playt h, you are requested to select a 
difficulty setting 


* |n Easy Mode, battles are less difficult, you can flee combat with no penalty, and 


you recover health automatically while on the field screen. In addition, you get 
extra EP from defeated enemies, and EP abilities (see page 45) cost less. On the 


other hand, the best potential item drops yielded by your opponents are locked 


* In Normal Mode, combat difficulty is standard, you suffer a time penalty 
whenever you escape combat, and your HP gauge does not replenish 
automatically between battles. The very best item drops yielded by defeated 
enemies are still locked 
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We return to Schemata later in tl 


depth in the Strategy & Analysis chapter (page 295 
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* |n Hard Mode (unlocked by completing the game once), batti 
difficult ty for escaping and lack of automatic 
between battles from Normal Mode still apply, but you also receive less EP 
from enemies than you do on Normal. However, you have access to all item 
drops from fallen foes, including the best, top-tier rewards 


The time pena 





You cannot change the difficulty setting once you have confirmed your choice, so 
make sure that you select the one right for you. As a rule, the game is designed 
to be played on Normal Mode for a first playthrough, which most gamers 
familiar with RPGs will find presents the most rounded balance of challenge 
and rewards, If you are a newcomer to the series, let alone to the RPG genre, 
you will probably find the Easy Mode much more accessible 
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CREEN DISPLAY 


Field Screen * PRIMER 





EP METER 
Reveals how much EP you have available for EP abilities (see page 45) 


HP GAUGE 

Lightning's current health. It flashes a strident red when her HP is dangerously low. This gauge 
is replenished automatically outside of combat in Easy Mode, but not on higher difficulty 
settings. See page 39 for a list of the various ways to restore Lightning's health 


ACTION GAUGE 

Represents how much energy you have left for dashing (@2/@) and attacking enemies 
(&D/ GER). Dashing depletes the blue gauge at the bottom of your screen. Release the button 
and the gauge will refill quickly. If you fail to do so and exhaust the entire bar, it will turn red 
and replenish at a slower pace, leaving you unable to run or attack for several seconds 


INTERACTIONS 

Objects or individuals that you can interact with in the game world are highlighted with a 
rotating circle, accompanied by a short text description — usually “Talk” for a person you can 
interact with, or "Examine" for a mechanism or object 


MINI-MAF 

This display offers information on the terrain in your immediate vicinity, including topographical 
data, waypoints, NPCs, and assorted points of interest. The mini-map always points north by 
default, though this can be adjusted in the Settings menu; the arrow representing Lightning 
corresponds to the direction she is facing. You can remove the mini-map and make it reappear 
by pressing GEECD/ © 


CLOCK 

A clock display in the top-right corner of your screen shows you the current time of day. Use 
this to plan your journeys, taking into account the availability of the NPCs or quests you're 
trying to complete. The clock is accompanied by a reminder of how many days you have left 
before the world ends 


Battle Screen 





EP METER 
Reveals how much EP you have available for EP abilities (see page 45). 


ATB (ACTIVE TIME BATTLE) 

You have three individual ATB gauges, each showing how much energy you have for each corresponding Schema. All three 
gauges fill gradually during combat, the two in standby three times faster than the one currently selected. ATB segments are 
depleted in proportion to the ATB cost of the abilities you activate with the face buttons of your controller. 


STATUS ICONS 
Shows any status effects affecting you. See page 41 for details. 


HP GAUGE 
Lightning's current health. It flashes red when her HP is low. This gauge is replenished automatically outside of combat in Easy 
Mode, but not on higher difficulty settings. See page 39 for a list of the various ways to restore your health. 


ABILITIES 
The four abilities set to the face buttons of your controller. Every time you press one of these buttons, the corresponding ability 
is activated, with its ATB cost subtracted from the ATB gauge. See page 32 


SCHEMATA 
The name of your current Schema (see page 31). The colors of your Schemata names and the p y Y marks correspond to 
each Schema's ATB gauge. You can instantly switch between Schemata by pressing (L0/ d9 or (R/ GB. 


STAGGER WAVE 

When you attack an enemy (especially with a type of assault that capitalizes on its vulnerabilities), you will gradually break 
down their defenses, a process represented by a Stagger Wave that appears on its HP gauge. As you get closer to staggering 
your enemy, the Stagger Wave will turn red. Continue to assail the foe with suitable attacks, and it will become staggered. 
Attacking a staggered target will inflict far more damage than usual. See page 38 for more details. 


ENEMY INFORMATION 
This reveals the type of the enemy you are targeting and its current health, as well as any status effects it may be enjoying or 
enduring. When you face multiple opponents, you can switch target with ©. 
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_ COMMANDS 


The following table offers a handy recap of the main commands you will use throughout the adventure. 


FIELD CONTROLS 





Movement 

Camera control 

Menu navigation 
Interact/Sheath weapon 
Jump 

Enter Main Menu 

View map screen 


Attack/Ready weapon 


Dash 


Dash 
Dash 
Center Camera 


Pause 


HB oceosssoeoecee 
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Enable/Disable mini-map; skip cutscenes on pause screen 





Exploration is one of the most important activities in Lightning Returns. The game 
world is very large, with the four primary regions featuring countless points of interest, 
hundreds of NPCs to talk to, collectibles to find and many quests to complete. Scouring 
every last inch of Nova Chrysalia for new things to find or do is one of the great pleasures 
in this game, and you'll be surprised by how often your curiosity is rewarded 


Basic Movement 


Travelling from one destination to another is extremely simple. You move Lightning 
around with @ and control the camera with @. In addition, there are a handful of 
moves that will help you reach your destination: 


* Hold (R2/ I to dash. This enables you to sprint, which reduces the overall duration of 
your journeys. Dashing depletes the blue gauge at the bottom of your screen. Release 
the button and the gauge will refill quickly. If you fail to do so and empty the entire 
bar, it will turn red and will start replenishing itself at a slower pace — leaving you 
unable to run or attack until the process is complete 


* You can vault over small obstacles or gaps by pressing ©/© (Gp). You can jump 
further than normal by dashing simultaneously. Note that you will never sustain fall 
damage, even from great heights, so feel free to attempt tricky leaps or take a plunge if 
a cliff offers a useful shortcut. 


. 


Whenever you encounter enemies during your travels, be ready to attack them with 
(R)/ E once in close proximity (see page 30). You cannot interact with certain 
aspects of the game world (such as collecting items and climbing ladders) when 
Lightning's weapon is drawn. Press &9/ to manually stow it on her back. 


Map & Mini-Map 


When the route you must follow is uncomplicated, a quick glance at the mini-map alone is 
usually enough to guide your steps. If you need to plan a longer journey or find a more distant 
point of interest, you can bring up a full map of your current locale by pressing @/@. 


Once on the map screen, you can scroll with @ and zoom in or out as required with @. 
You have the option to place up to ten markers by pressing @/@, and even name them. 
You could use this to highlight a quest giver that you'll need to return to later, or if you 
locate an interesting opportunity to grind through battles for spoils, or an interactive 
item that you cannot make sense of yet 


EXPLORATION 


Movement 

| Camera control 
Change target 

| Use ability 
Use ability 

| Use ability 
Use ability 


View enemy information (Libra) 


Switch Schemata 
Overclock (see page 45) 


|: 


Change view 


Pause; use recovery 


items or EP abilities (switch from one screen 


e PRIMER 


, to the other with €D/@D ordi/E) —— 


From the pause screen, return to the Title Screen 
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DISPLAY 
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Lightning Returns employs an autosave system that 
automatically records your progress whenever you hit 
discrete story milestones, or when you travel between 
different locations in the game world. An icon appears in 
the top left-hand corner of the screen whenever the game 
is saving. You can also manually save and create additional 
save files (up to a maximum of 50) via the pause menu. 


MAP & MINI-MAP LEGEND 


A 
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Lightning 


Path of your recent 
| steps 


Ally 
NPC 

Active Enemy 
Quest Objective 


Site of your last battle 


© Main Quest Marker 


| Marker (Multiple 
Colors) 


eonaeDepo 


Destination Marker 


| Inn 


Restaurant 
Canvas of Prayers 
Outfitters 

Forge 

General Store 
Sorcery Shop 


Monorail Station 


Collectibles 


Many collectibles appear in treasure spheres (GB). Press ®/@ to open them. 
After a short delay, a pop-up message will reveal their contents (very often 
useful items, such as pieces of equipment), which are automatically transferred 
to your inventory 


In addition, you will regularly stumble across items that appear directly in the 
game world as small shining objects found on the floor (GED), and can be picked 
up by pressing ®/@ in close proximity. Most of the time, these are medals 
that can be sold in shops, offering a secondary source of income. However, there 
are also instances where such collectibles are quest items, which you must pick 
up and deliver to the corresponding quest vendor. 


The maps in this guide reveal the locations of every last collectible in the 
game. However, if you intend to complete a first playthrough with a minimum of 
assistance, the following treasure-hunting tips will be handy: 


* Use @ to scour the environment for collectibles as you travel through 
new and old areas alike. Whenever you notice cul-de-sacs or alternative 
routes, take the time to explore these: they may well contain a reward to 
acknowledge your curiosity. 


Certain quest items occur naturally in the game world — particularly in the 
Wildlands, where you will regularly encounter an assortment of mushrooms, 
plants and occasional seeds. Make a point of collecting these whenever you 
encounter them 


* Certain treasure spheres are initially locked, and require special conditions to 
be met before you can open them (such as a specified investment of EP. or the 
commission of a quest-giver). When you notice one of these, make a mental 
note of its position or leave a marker on the map. You can then backtrack to 
open them at a later date 


* In the Wildlands region, a few treasure spheres can only be reached once you 
have access to the gliding skills of a Chocobo 





Points of Interactivity 


In addition to collectibles, you will encounter numerous points of interactivity 
throughout the game world. These can vary from plot-critical devices that 
must be operated to advance the story, to NPCs who can be engaged in brief 
conversations. To interact with devices or NPCs, press ®/@ 


When you can speak to an NPC, a speech bubble eo will appear above that 
individual's head (GED. In close proximity, a rotating circle and a “Talk” caption will 
indicate that you can strike up a conversation. Most NPCs will make contributions 
that have no specific relevance to your current objectives, though they might 
occasionally offer clues or make comments that direct you towards points of 
interest or refer to an ongoing quest. You will sometimes encounter NPCs with 
three question marks above their head, but no speech bubble per se: these are 
individuals that you will be able to speak to at a later date, usually during a quest 


Interacting with certain NPCs will initiate side quests; you are given the 
option to decline these if you wish, though it makes sense to accept them, 
even if you do not intend to complete them until a later date. NPCs willing to 
offer you a side quest are marked with star symbols (3%). The more stars 
(up to three), the more difficult or involved your task could be. It's also usually 
(but not always) an indication that a quest offers a better class of rewards. 


When you approach an object that you can interact with, a rotating circle and the 
"Examine" option will appear when you move within range. Not all points of interest 
are tied to main-quest or side-quest progression; some interactive elements can 
simply offer you information, such as Monorail timetables or signposts 


In many locations, you will encounter destructible crates which you can smash 
apart with (R))/ED (GB). These may randomly contain generic items such as 
medals, which you can sell in shops. These crates sometimes also serve to block 
the path or partially obscure a point of interest such as a treasure sphere 


Several areas in the game feature time-operated doors and gates. These only 
open at very specific times, which you need to take into account when you plan 
to visit the locations that lie beyond them. Once you examine such gates for 
the first time, the hours when they are open appear on your map permanently. 


* You will encounter switches in certain mazes and dungeons, which you must 
usually activate to open a corresponding door. 
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Inventory & Gil 


Every item that you collect is automatically transferred to your inventory: 


* Garb, weapons, shields, accessories, and abilities are battle-oriented 
items, which you will need to prepare and improve your Schemata 
(see page 31 for details) 


* Adornments are cosmetic items that you can select when creating 
Schemata. They have no purpose other than to customize Lightning's 
appearance. 


* Components are ingredients required to enhance and level up abilities 
via the Level Boost feature, available at all Sorcery Shops e — see 
next section on Shops) 


Key Items are unique, quest-related objects, or notes with Libra 
information on enemy species (see page 45). 


All objects in the Other Items category are usually required to 
complete collection-oriented quests. 


Most shopkeepers will purchase any item that you have no need for. 


Those marked with the @ icon exist purely to be sold. Don't be too 
hasty in selling anything else. Pieces of equipment that seem obsolete 


Shops 
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can become useful again for new strategies or to prepare Sub Schemata, 
while Components are precious ingredients for the Level Boost feature 
that enables you to level up abilities later in the story. Most objects in 
the Other Items category have an application in a side quest, possibly 
one that you haven't even unlocked yet, or could even be kept safely for a 
subsequent playthrough. As a rule, accumulate as many items as you can 
during your journeys, from fireworks in Yusnaan to wild mushrooms and 
flowers that grow in the Wildlands. 


For the avoidance of all doubt: you won't accrue much gil (the primary 
currency in the Final Fantasy universe) or, for that matter, profit in the 
long term by clearing out your inventory. Instead, your two main sources 
of income will be: 

g9 The rewards from the quests that you complete. Broadly 
laf speaking, harder quests lead to better gil rewards. 


The enemies that you defeat. Each enemy type yields a 
specific amount of gil, though these amounts increase from 
Day 7 onwards. This reflects a corresponding gradual increase 
to the attributes of all monsters. Refer to our Bestiary for all 
details on the rewards you can potentially obtain from each 
enemy type. 
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There are several types of shop in the game, each offering unique goods or services. Note that the equipment sold differs from store to store, with their 
inventories being expanded over time, so be sure to visit the various Outfitters and Forges scattered across the continents regularly. 


SHOPS OVERVIEW 


SHOP TYPE 





Sell recovery items, which you can use to heal or revive Lightning, apply status enhancements, and cure status ailments 


Sell garb, which are essential to create Schemata (see page 31) and improve Lightning's attributes; also sell adomments that 


* PRIMER 


| © EXPLORATION 


Sell weapons and shields, critical pieces of equipment to improve your stats and specialize your Schemata 


Enable you to strengthen your abilities, via both Synthesis (to improve abilities of the same type and rank) and, later in the- 
story, Level Boost (to level up maxed abilities with components). See page 33 for details. | 


Sell food that immediately restores Lightning's health at the moment of purchase. The more expensive the item, the more HP it 


Rent rooms until an hour of your choosing, restoring all of your HP. Despite the latter feature, it's better to use items or 
restaurants to refill the HP gauge. Inns are only of use later in the story, once you have completed most quests and need to skip 


Sell monster notes, which reveal individual monster weaknesses, how best to stagger them, and other useful Libra information 


You will sometimes encounter wandering merchants in unexpected locations, most of whom will sell recovery items. However | 


B General Stores 

e Outfitters enable you to customize her look. 

go 

u Sorcery Shops 

ew Restaurants will replenish 
Am 

to a specific time of day to continue an outstanding task 

Q Adventuring Essentials that you can check during battle with (R2. 


Wandering Merchants 





canan “rara” paddlers, who can ny be found randomly in very specications offer valuable piecos of equipment. 


Skipping Cutscene 


While most players will want to see every last story development, there are 
instances (particularly after failing a difficult boss battle, or while replaying 
the game) where the prospect of revisiting lengthy cinematic sequences can 
be a less-than-enticing prospect. To skip cutscenes, press SAD/O and 
then tap GELECD /Q. 


Lightning Returns employs a new variation on the classic Active Time Battle 
(ATB) system, combining the tactical possibilities of a traditional RPG with the 
tempo and visceral dynamic of an action game 


The number of attacks and abilities at your disposal is limited when the story 
begins, but you will acquire many more as you obtain additional equipment and 
defeat enemies. To avoid potential spoilers and an overload of information, this 
section is designed to act only as a generalized introduction to key features of 
the battle system. We offer an exhaustive investigation and interpretation of all 
related systems in the Inventory and Strategy & Analysis chapters 


Enemy Encounters 


To initiate combat when monsters appear. approach them with ® and tap 
CD /EER to attack. Whether your attack connects or not has a significant 
influence on the battle that follows 


If you take your target by surprise (y) and your attack connects, you trigger 
a “great” opening: your enemies begin with 25% less HP than their maximum 
amount 


* |f your opponent spots you (P) but your attack connects, you trigger a 
“good” opening: your enemies begin with 10% less HP than their maximum 
amount 


* |f you fail to attack your opponent, or your attack doesn't connect and your 
opponent attacks you instead, you trigger a “poor” opening: you begin with 
5% less HP than your current amount on the Normal and Hard difficulty levels 


Fighting battles doesn't lead to direct character progression, but does reward 
you with valuable item drops (including abilities and items required to complete 
quests) and gil. It also supplies you with a sum of EP usually equivalent to the 
stature or relative difficulty of the battle you have just fought. Though Lightning 
acquires numerous EP abilities over the course of the story, the EP you accumulate 
is most often invested in the use of Chronostasis to freeze time (see page 45) 


Early in the adventure, when Lightning's primary stats are low and your tactical 
options are limited by a small pool of available equipment and abilities, avoiding 
certain enemies is something of a necessity. There are three enemy “types” that 
you will regularly encounter during your travels: Chaos Beast, Feral Creature and 
Man-made Unit. Enemies are then further divided into three subtypes: small-scale 
enemy, mid-scale enemy and large-scale enemy. As a general rule of thumb, you 
can determine the relative difficulty of an opponent with a simple appraisal of 
their physical stature. The smaller an enemy is, the easier they will be to defeat 


Fighting most mid-scale and large-scale monsters is impractical (and, for the 
most part, suicidal) during the opening day or two of the adventure. Lightning 
Returns does not pull its punches: its most powerful "random" monsters can and 
will spawn in their natural habitats from the moment full world exploration is 
unlocked. As you grow in confidence and competence, however, with Lightning's 
prowess improving in tandem, you'll gradually reach a point where you can 
compete against larger foes 


COMBAT PR 


— a 


ARATIONS 





Before then: you run away, and pick only those fights that you can hope to win. 


Whenever you need to avoid an impossible or potentially difficult and protracted 
battle, use the following advice 


If you can put enough distance between Lightning and an enemy, they will 
automatically despawn. There are also certain map areas (such as villages 
in the Wildlands) where enemies will not appear. If you encounter a foe on 
the periphery of such locations, running inside its boundaries will cause the 
monster to disappear. 


At her full dash speed, Lightning can easily outpace the more sluggish enemy 
varieties. The more fleet-footed enemies may keep up with her, but will almost 
never move close enough to initiate combat during a straight-line sprint 


Faster opponents can be annoyingly dogged in their pursuit, trailing Lightning 
with apparent ease over long distances. There are two primary ways to 
shake these persistent adversaries. The first is to note that all enemies have 
a similar stamina limitation as Lightning: after sprinting for a time, they must 
briefly pause to recover. If you time a dash carefully, you can sometimes 
accelerate out of their range at that precise moment. Secondly, weaving 
between or around scenery elements will often cause monsters to pause 
for a moment as they navigate past the obstruction — and often, a moment 
is all you need to extend the distance between Lightning and the monster to 
cause a despawn 


Combat will only begin if Lightning is actually struck by an enemy. This means 
that it is possible to brush past (or even jump over) potential adversaries in 
close confines 


Note that you cannot interact with NPCs while enemies are in the vicinity. You 
must either fight to remove them, or run away until they fall out of range and 
automatically despawn. You can actually use NPCs as a distraction to facilitate 
your escape 


ATB (Active Time Battle) 


Lightning's available energy at any given time during battle is represented by 
her ATB gauges. Every ability that you use consumes a portion of the ATB gauge 
of the Schema currently in use 


You have an individual ATB gauge for each Schema. All three gauges fill 
gradually during combat — the two in standby three times faster than the one 
currently selected. ATB segments are used in proportion to the ATB cost of the 
abilities you activate with the face buttons of your controller: every time you 
press one of these buttons, the corresponding ability is activated, with its ATB 
cost being withdrawn from the ATB gauge 


Switching between Schemata to make the most of each ATB gauge and carefully 
measuring the pace of your actions to maintain a steady assault, never ending 
up with all three gauges empty simultaneously, is a fundamental battle strategy. 
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Schemata 


During battle, you can switch between each Main Schema | A L4 Y } 
at any time to make the most of their strengths, and of their respective 
ATB gauges è 


A Schema is a set of various pieces of equipment and up to four abilities 
which you can allocate via the Customize Schemata entry at the main 
menu. You can have up to three Main Schemata available in combat 





This is the most important pa Schema. Not 
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the beginning of each ba 
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configurations 


The weapon you assign to each Schema increases your character's Strength and 
Magic attributes [see page 34), which in turn define the damage you can deal 
Many weapons also come with auto-abilities that can have decisive applications 


Weapons can be purchased at Forges 
dropped by defeated enemies, or 


received as rewards 





Sx Weapon 





or confer useful boons in combat (see page 32) 


Q Shield eA i 





details on guarding 


Head is Head accessories are primarily used to increase your offensive or defensive 
Accessory stats. They only affect the Schema they are equipped to 


o 
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Accessories can be found in treasure 
spheres or received as rewards 





Most arm accessories grant you status enhancements or increase your 
s: arious damage, though 
oe; fect all three Main Sche 








Abilities Various 
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Note that you can customize the appearance of each Schema with 
adornments (GB), which are sold by Outfitters and can be obtained as 
quest rewards. You can also rename each Schema by selecting its name in 
the top-left corner of the screen, or adjust the color of a garb with @/@ 


During battle, you can switch instantly between your Schemata, at 
no cost and without penalty: all you have to do is press (E) /@@ or 
(R3) / E. Each Schema has its own ATB Gauge, which recovers at a 
rate determined by the ATB Speed attribute (Eg see page 34) of that 
Schema. The higher this value, the faster the ATB Gauge will replenish, 
making the corresponding Schema all the more useful 





Once you have prepared your Main Schemata, you need to choose your 
default Schema (47) with @ /@. This not only determines your debut 
Schema at the start of every battle, but also determines Lightning's 
appearance while roaming the world and during cutscenes 


Setting up your Schemata is pivotal to being prepared for the many 
battles that await you. To optimize your ability and efficiency, you will 


In addition to the Main Schemata, you can prepare up to six Sub 


Schemata. These are not available during battle, but you can easily swap 
them with your Main Schemata from the main menu with & /€9 . When 
you start facing enemy types that potentially require very specific tactical 
approaches, this feature enables you to rapidly redefine your Schemata 
without having to spend too long tweaking individual configurations 


generally need to assign clear roles to each Schema to address and 
exploit the strengths and weaknesses of your opponents. We dedicate 
a section to character specialization on page 35. Before we get there, 
though, let's take a look at the different elements that give each Schema 
its own unique identity 


Abilities 


There are four types of abilities, each corresponding broadly to a specific role you can assign to one of your Schemata. If you have played Final Fantasy XIII and/or 
Final Fantasy XIII-2, you will remember these distinct "roles" from the Paradigm system. Note that you can find an exhaustive list of all abilities, with all parameters 


and assorted details, in the Inventory chapter. 


ABILITIES: OVERVIEW 


DESCRIPTION 


CORRESPONDING ROLE* 





(x) Physical Attacks 
&g Magic Attacks 
Defensive 

W Abilities 


a Ailment Spells 


have specific purposes, such as healing or restoring ATB. 


Attacks that inflict damage based on the Strength attribute. The greater the Schema's Strength, the more 
damage is inflicted. Certain advanced abilities have special properties, such as interrupting enemy attacks. 


Defensive abilities enable you to reduce (or evade, or counter) the damage dealt by enemy attacks: the greater 
the Schema's Guard Defense attribute, the less damage you take while guarding. Certain advanced abilities 


These inflict status ailments to your enemies, which is a great way to hinder them and lower the danger they 
pose significantly. Turn to page 41 for a description of all status effects. 


Physical Schema: a role specialized in dealing 
physical damage (especially to staggered foes) 
and building up or maintaining the Stagger Wave. | 


Spells that inflict damage based on the Magic attribute. The greater the Schema's Magic, the more damage is. Magic Schema: a role specialized in staggering | 
inflicted. Many spells have elemental attributes, making them ideal to exploit enemy weaknesses (see page 40). | foes and dealing magic damage. | 


Defensive Schema: a role specialized in tanking 
enemy damage. | 


| 


ji 
Ailment Schema: a role specialized in inflicting 
Status ailments to your opponents, 


— — 





* A Schema can, of course, be configured to offer a composite of more than one role if required, See page 35 for more details on character specialization. 


Obtaining Abilities: There are two ways to acquire abilities. First, almost 
every piece of garb comes with native abilities. Simply equip the garb, and you 
have access to the abilities inherent to it. However, you should note that native 
abilities cannot be removed, as indicated by their padlock icon (@)). You can 
acquire new abilities by defeating enemies (and occasionally from treasure 
spheres). Whenever you obtain one that you're interested in, quickly open the 
main menu to equip it to the relevant Schema. 


Using Abilities: To have access to abilities in battle, you simply need to assign 
them to a Schema (see previous section). Once you have allocated the ability of 
your choice, you can use it in combat by pressing the corresponding face button 
of your controller while employing the Schema in question. Many attacking 
abilities are designed to be performed on multiple consecutive instances to 
create a combo, with the final strike in the sequence offering increased damage. 
To use an ability multiple times, you can either press the necessary button 
manually in accordance with Lightning's movements, or simply hold the button 
down. Holding the ability button makes a lot of sense for guard abilities, as 
this ensures that there are no potential interruptions in your defense. The only 
downside to holding the button is that it prevents you from achieving potential 
Perfect Timing bonuses (see page 39), though this is an advanced feature that 
will take a little time to master. 





Button Mapping: As you become more and more familiar with the combat 
system, you will soon realize that it makes sense to think carefully about how 
you allocate abilities to the face buttons of your controller. For example, if you 
have attacks infused with the same element in two different Schemata (such 
as Aero with one, and Aerora or Galestrike with another), try to assign these 
abilities to the same button. This way, when you face an enemy variety that 
is susceptible to the Wind element, you could potentially switch between the 
Schemata concerned without releasing the button. You can push this even 
further by deciding in advance that you will always assign certain types of 
moves to a given button. For instance, all guard moves to @ /@; all Fire- 
elemental attacks to Q9 /@; and so forth. This will give you an edge in battles, 
helping you to know instinctively what buttons to press in accordance with your 
current circumstances. 


Synthesis & Ability Levels: All abilities have a level, which appears in their 
name. Initially, you will mostly have Lv. 1 abilities, but as you progress in the 
game, you will receive abilities of higher levels. What's more, you will soon unlock 
the Synthesis feature, available in Sorcery Shops Q. which enables you to fuse 
abilities of the same level to upgrade them, and ultimately to level them up once 
they reach their limit via the Level Boost feature unlocked on Day 6. Read the 
section on Synthesis to the right for more details. 


Rare Abilities: Certain abilities appear in yellow in the game, and have a small 
star on their icons. These rare abilities are invaluable in that they are imbued 
with an auto-ability that provides additional benefits. 


Auto-Abilities 


Auto-abilities ( ©) are perks, passive traits that permanently boost the Schema 
they apply to (and, in the case of arm accessories, to any active Schema). They 
come in all forms, from those which enhance basic attributes such as HP, ATB, 
stagger capability, Strength and Magic, to those that affect elemental attacks 
and resistances. A few only apply in very specific circumstances, such as one 
auto-ability that offers a bonus whenever Lightning attacks an opponent from 
behind. 


Auto-abilities can sometimes be extremely valuable, and even entirely justify 
settling for the otherwise poor stats of whichever piece of equipment or ability 
they belong to. In a highly specialized Schemata configuration, auto-abilities 
often have critical significance whenever you choose abilities or equipment for a 
given Schema. For example, a +15% increase of your Magic attribute can prove 
invaluable for a magic-oriented Schema that uses elemental spells (leading to 
a +15% boost to the damage you cause). Any bonus to damage (or ailment) 
resistance is a blessing for a defensive Schema designed primarily to tank 
enemy assaults. 


To see details about the effects of auto-abilities, move the cursor to an item or 
ability and press (R2) /@, or simply consult our comprehensive list on page 250. 


Synthesis 


Once they are unlocked during the storyline, you can visit 

Sorcery Shops to strengthen your abilities by synthesizing 

them with abilities of the same type and rank — for 

example Attack Lv.1 with Attack Lv.1. The first ability — * PRIMER 
you select is kept and upgraded during the process. The 

second ability you select is consumed and lost. 


You will find a brief overview of the system here. You 
can find an in-depth presentation in the Strategy & 
Analysis chapter. 


e Synthesizing physical abilities (lj) and magic 
abilities (Rl) increases their Attack parameter by 
one increment (for example, from x1.00 to x1.05), 
making it more powerful (in this case, by 596). 


Once an ability reaches its limit (its final increment), it 
is marked by an icon (£&). At this point, synthesizing 
it further has no effect on its Attack value. 


The synthesis process usually keeps the best 
parameters of the two abilities that are fused. For 
instance, if you synthesize an ability with a low 
ATB cost, and another with a high Attack value, the 
resulting ability will have both of these features. 


* |f the two abilities that are being synthesized each 
have an auto-ability, the source ability has priority 
over the consumed ability — in other words, the 
auto-ability of the first ability that you select will 
prevail. 


* |n addition to a boost to the source ability's Attack 
parameter, the synthesis process may occasionally 
lead to extra bonuses, such as the appearance of an 
auto-ability. These are usually extremely valuable. 


Synthesizing defensive abilities (f) and ailment 


abilities (GJ) is not necessary, as they are always — , comear 
maxed by default — their parameters cannot be PREPARATIONS 
raised any further. 


A maxed ability (marked by the R icon) can be 
leveled up via the Level Boost feature that is 
unlocked at all Sorcery Shops from Day 6. Leveling 
up abilities always results in boosts to their main 
parameters, and sometimes in additional bonuses, 
such as a reduction of their base ATB cost. As a 
consequence, abilities that you level up at Sorcery 
Shops (especially those that you have nurtured 
from Level 1} cost less in terms of ATB than those 
of equivalent levels that you obtain from defeated 
enemies. 


* After leveling up an ability, you can repeat the 
whole process again (synthesizing it incrementally, 
and leveling it up) to reach even higher levels. This 
feature is partially restricted during a debut Easy 
or Normal playthrough, but fully unlocked during a 
subsequent Hard playthrough after you complete 
the main storyline for the first time. 













Attributes 


confident enough to start creating specialized Schemata (see page 3 
to pay close attention to each Schema's attributes, making sure the 
pertinent to the role are maximized. 


You can also increase your attributes with pieces of equipm 
and auto-abilities (see page 32). 


ATTRIBUTES: OVERVIEW 








ATTRIBUTE 


Affects the damage you deal with physical attacks. An essential attribute for damage-dealers using physical strikes D] abilities such as Attack. 
Heaw Slash, Blitz, and so forth 





R Magic Affects the damage you deal with magic attacks. An essential attribute for damage-dealers using magic attacks (lij) and 

ailment-oriented Schemata a abilities such as Ruin, elemental spells, debuffs, and so on. | 
Q Guard Defense Affects how well you resist damage when using a guard ability g An essential attribute for defensive Schemata. 4 
O HP Your maximum HP value. when your HP gauge is full. This attribute is only of primary importance for defensive Schemata. 
gs; ATB Speed/ATB Recovery The speed at which a Schema's ATB gauge is replenished. This is a crucial attribute for all Schemata 
X Maximum ATB A Schema's bonus to the Maximum ATB value. The higher this parameter, the more abilities you can use in quick succession with a full ATB Gauge. | 
X Default ATB Your ATB value at the start of each battle. 


Physical Resistance The reduction applied to any form of physical damage you sustain, This is only relevant for defensive Schemata. 


Magic Resistance The reduction applied to any form of magic damage you sustain — again, this is only relevant for defensive Schemata 


The amount by which an attack contributes to increasing the target's Stagger Wave (see page 38). This is usually measured with letters, 


o = > > O0 


Stagger Power with A being the most efficient, and E the least efficient. 

i The amount by which an attack contributes to maintaining the target's Stagger Wave (see page 38). Also referred to as Stagger Time, . 
Stagger Preservation this is usually measured with letters, with A being the most efficient, and E the least efficient 
ATB Cost The cost of an ability: in other words, how many points are removed from your current ATB Gauge. 


Character Progression 


Throughout the adventure, Lightning becomes stronger in many ways. However, dropped by advanced enemies can also provide you with valuable objects. 
and unlike most RPGs, her attributes do not increase via the accumulation of Superior equipment can contribute a very significant bonus to your combat 
experience points during battles, but instead by completing quests. Each quest proficiency. 


that you complete — be it main quest, side quest or a Canvas of Prayers task — 
rewards you with bonuses to your main attributes. It is usually the case that 


Better abilities: From Day 7 onwards, the enemies you encounter grow 


longer or more difficult quests offer better stat bonuses. As quest completion is stronger on a daily basis. This gradual elevation of the overall difficulty of - 
also the principal story requirement to reach the ending, there is a very strong combat has its merits, one being that monsters begin to drop abilities of 
incentive for you to tackle as many missions as you can. higher levels. They will also surrender more rare abilities in post-battle spoils, 

which can drastically improve both your offensive and defensive efficiency. y 


In addition to these bonuses, there are other factors that contribute to your 
character progression: 


Ability Synthesis: As you accumulate abilities in great quantities from defeated 


enemies, you can eventually employ the Synthesis feature offered by Sorcery f 
* Better equipment: As the in-game days pass, shop inventories are expanded Shops @ to upgrade abilities of the same level, and ultimately to level them 
and you have access to much more powerful (albeit more expensive) up once they reach their limit (marked with the & icon). By manually leveling i 
equipment, from garb to weapons and shields. Later quest rewards and items up abilities (especially the rare ones), you can further hone your combat skills, 


Character Specialization 


Character specialization is an all-important aspect of the game. If 
your Schemata are versatile and broadly similar — for example, one 
physical attack, one elemental spell, one area-of-effect technique, 
and one guard move in each Schema — you will do fine during the 
first few hours in the game. This is a natural approach for beginners, 
as you do not have access to ailment spells initially. It also makes 
sense to be able to block or attack with any Schema. However, if you 
stick to this strategy, your overall efficiency in battle will be extremely 





Physical damage-dealer 


i Magic damage-dealer 


Tank/Damage sponge 


a Ailment Schema 


a 


enemy attributes 


Given that there are four principal roles, and you only have three Main 
Schemata that you can use in battle, at least one of your Schemata will 
have to fuse two specializations 


Here is a description of a typical Schemata configuration that can prove 
very successful against more powerful enemies. Naturally, this is only 
one possibility among many, and you should feel free to adapt this to your 
style and needs, and to experiment with the system yourself. Consider 
the following configuration as a very efficient setup that will remain 
reliable throughout the entire adventure. You will find more suggestions 
and a complete presentation of the system in the Strategy & Analysis 
chapter 


ý Schema 1: Ailment Schema a. This essential role focuses on 
L debuffing and debilitating your enemies. Though you may initially 
think that launching standard attacks would be more useful, think again 
status ailments severely hamper your foes, and can have various effects, 
such as greatly increasing the damage you deal to them, or significantly 
reducing the damage they deal to you. There are many ailment abilities 
that work wonders (see page 41), though you will have to choose a 
maximum of four for this Schema. Deprotect, Deshell, Imperil and Slow 
tend to be effective choices in most instances. If you decide to opt for 
only three of them, you can use the fourth ability slot for a guard ability 
(making this Schema your tank — gj). 


DESCRIPTION 


A specialist in physical damage, especially t 


also contribute very efficiently to staggering 


A specialist in magic and elemental damage, which can greatly contribute to staggering 
enemies by exploiting their weaknesses. 


A defense specialist, capable of tanking (or evading, or countering) even the most powerful 
enemy attacks without losing much health 


A specialist in status ailments, who can make a world of difference in battles by reducing key 
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limited in the long run — especially from the moment you start fighting 
stronger enemies. Indeed, the various roles you can assign to your 
Schemata rely upon completely different attributes, and having 
average attributes leads to mediocre battle performances 


We discuss the details and requirements of character specialization 
in the Strategy & Analysis chapter, but for now you should at least 
understand the general underlying mechanics 
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e damage dealt during a stagger sequence. Can 
ATB Speed 
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ATB Speed 
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Certain auto-abilities 
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A Schema 2: Magic damage-dealer (Rl). This profile requires 
Z a very high Magic stat (with Strength and HP being irrelevant), 
nd will usually need to have access to elemental spells of all four 


Magic 


a 
elements — which means that all four ability slots will be used up 
Choose an elemental garb that suits your needs, and complement its 
native ability with your best spells of the other three elements 


» Schema 3: Physical damage-dealer |). This profile requires a 
very high Strength stat (with Magic being irrelevant), and at least 
two standard physical attacks, one that can deal massive damage to a 
single target, and one with an area of effect to hit multiple opponents 
simultaneously. An additional elemental (but physical) attack can be a 
boon against enemies vulnerable to the element in question. This leaves 
you with at least one free ability slot, which you can keep for a guard 
ability (giving this schema a second role: tank — a. or for an attack 
likely to interrupt enemy actions 


If you follow this general configuration, your defensive Schema will be 
either the physical damage-dealer or the ailment Schema. This choice 
really depends on your personal preferences, but you must ensure that 
your Schema with a secondary "damage sponge" role has a large amount 
of HP. a strong Guard Defense stat (from a shield), a powerful guard 
ability, and perhaps even a related auto-ability (such as an increase tg 
damage resistance). = 











Battlefield Properties 


Lightning walks at a rather slow pace during comba the instances where it 
nse to use this feature are fairly rare 


common is when you identify that an enemy type has ver 
ctions. Fo : y notice that an opponent will on 


WM fer fn nrc 
y trom it to pr 


or favor weaker 


There are rtain enemy types th: f you catch 
them from behind, or if you destroy one of their body parts by striking at 
certain vulnerabilities (CRB). Any body part that you manage to d y will 
severely hamper the victim, usually causing an instant stagger and preventing 
an adversary from performing a specific (usually powerful) attack 


In almost all other cases er, you are better off using abilities and making 
the most of ATB gauges in a direct offensive, rather than wastin 

time by walking arou > battlefield fensive Evade ability (EJ) 

used to roll in an ut th 

in terms of ATE 

N u can control the camera with @, and switch between near and 
far views with @/ér (C9 & Œ). The far vi an prove handy when you 
are facing many enemies in combat, or want to assess your exact position on 
the battleground 








Combat Flow 


Fighting battles in Lightning Returns is almost akin to dancing or playing 
a rhythm game, with switches between Schemata being the beat of the 
melody, and the activation of abilities its notes. The important thing 
to keep in mind is that you do not dance alone: the behavior of your 
enemies partly dictates the pace of each encounter, requiring you to 
adapt your steps to best counter your foes. If they attack, you guard; 
if they resist a specific type of damage or element, you switch to the 
opposite one. 


The point is that you usually need not worry about moving your character 
around, or jumping, or performing other feats of agility: your sole concern 
is to activate abilities with the face buttons of your controller, and switch 
Schemata when appropriate with CD/@D or «0/E. 


A typical sequence of events in a combat encounter might flow in the 
following manner: 


A.You open the battle with your ailment Schema, weakening your 
opponent with status ailments (see page 42). 


B. You switch to a stagger-oriented Schema to build up your target's 
Stagger Wave, for example with elemental attacks (exploiting the 
target's weaknesses — see page 43) until you cause a stagger. 


C. You switch to a damage-dealer Schema to hit your staggered victim 
with your most powerful attacks. 


Prioritizing Targets 


When you face multiple opponents, you are free to change targets during 
battle with €). This feature has various applications: 


* Sometimes you may want to take out a certain enemy first: perhaps 
eliminating a single powerful opponent surrounded by weak minions, 
or taking out a fragile foe who has a propensity for healing or buffing 
his more attack-focused companions. 


* You can also benefit from switching targets when you launch area 
attack spells. Choose an enemy in the center of a group to inflict 
damage on as many foes as possible (CB). 


As a rule, you should always try to thin enemy numbers quickly whenever 
you fight groups. Any enemy outside your current view can prepare and 
perform an attack that you won't even see coming, which will make it 
much more difficult to guard in time. 
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D. Whenever necessary, you quickly switch to your defensive Schema to 
tank any attacks launched against you, then immediately switch back 
to the previous Schema to resume your assault. 


E. You keep repeating this cycle until your enemy falls, making any 
adjustments required during the process (for example healing, or 
casting a status ailment again if the enemy cured or recovered from 
its deleterious effects). 


Once you know your three Schemata ability sets by heart, you can 
actually spend most of your time with your eyes focused on your 
opponent. Calmly but resolutely activate your abilities one after the 
other in sequence, only briefly switching in and out of your defensive 
Schema to guard every time you notice your target initiating an 
assault (which is foreshadowed either by a characteristic move such 
as an arm swinging, or by a text box with the imminent attack's name 
appearing directly above the foe). 


With practice, battles do become like a dance, with the general tempo 
(your strategy) dictated by the enemy type you're facing, and more 
contextual actions (such as guard moves or the activation of powerful 
attacks) leading to smooth and precise transitions between your 
Schemata. 
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By striking at enemy vulnerabilities, you break d 
stagger them. Attacking a staggered enemy will deliver far more damage than 
usual, enabling you to end battles more quickly and efficiently. Managing to 
stagger your opponents is one of the most essential keys to being able to defeat 
them — this is especially true against large-scale creatures and bosses 








When you attack an enemy, you will see a Stagger Wave on its HP gauge. The 
more this wave increases, the more effective your at tack was. To 
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Abilities can contribute to stagger-building in two ways 


* Some abilities have excellent Stagger Power (ah), which means that using 
them significantly increases the amplitude of the Stagger Wave 


equipped for Stagger Preservation (af), 
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word "Staggered" appears above the victim ) usually reacts physically — for 
example by collapsing or kneeling down. The victim remains staggered only for 
a limited time, so always try to make the most of these precious seconds 






Indeed, most enemies will be severely weakened while staggered, for example 
taking more damage, becoming vulnerable to status ailments, or even suffering 
from certain r-exclusive ailments (represented by hexagonal icons) 











This makes staggering the fastest and most effective way to take down 
most monsters. To maximize your damage output during a stagger, you might 
occasionally choose to employ the unique Overclock EP ability, which freezes 
time in your favor (see page 45) 


Some enemies have more than one level of stagger. This means that, while 
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It's worth noting that some enemies will be staggered when you guard 
one of their attacks just before it lands, or when you strike right before or 
after one of their attacks. Such “Perfect Timing” moves require practice but 
reduce the duration and difficulty of certain encounters enormously once 
mastered 


Perfect Timing 


The efficiency of certain abilities can be enhanced by performing them 
with Perfect Timing, which usually means that you execute the move 
during the final animation frames of a previous action. 


* Offensive abilities that you can link in a combo will be ever more 
powerful if you unleash them right as the last physical attack strikes or 
when the prior spell is unleashed. Perfect attacks deal more damage, 
but they require you to tap the relevant face button of your controller 
with the right tempo. They are, naturally, impossible to achieve if you 
hold the button instead. 


Defensive guard abilities are also far more effective if you activate 
them right before the enemy's attack lands. Perfect Guard reduces 
(and may even negate) the damage sustained by Lightning, and can 
trigger an instant stagger on certain enemy types as a fringe benefit. 


* Striking certain enemies just before or after they perform a signature 
attack can also trigger an instant stagger. 


Healing 


Unless you're playing on Easy Mode, where your HP gauge is replenished 
automatically outside batties, healing Lightning can be something of a 
mystery early on in the adventure, as the only curative abilities at your 
disposal involve consuming EP and items that you can carry in very 
limited quantities. As you advance in the storyline, though, you will 
receive additional slots for recovery items, extra EP. and equipment 
offering new abilities, which makes HP maintenance less of a problem. 


You can see your HP gauge at all times in the bottom-left corner of the 
screen, whether you are on the field screen, on the battle screen, or even 
in menus. 


Here is an overview of the various methods you can use to heal in the 
opening hours of play: 


& Recovery Items: These are consumables that you can use both 

during battles (GTART/©, then (L9/(E or ®D/ED to change 
screens) and outside battles (via the main menu). There are various types 
of potions, of varying potencies, and some with additional effects such 
as the endowment of buffs. Check out the Inventory chapter of this guide 
for a complete list. You can purchase recovery items from the multiple 
General Stores scattered throughout the world, and from Hope (in return 
for EP, rather than gil) during each visit to the Ark. 


(e) EP Abilities: You can also use these abilities both during battles 
(S7) (RDO, then D/E or (RU/EE to change screens} and 
outside battles (via the main menu). They consume EP. and some of them 
can be used to restore health. Curaga, which is available from the start, 
refills your entire HP gauge. See page 45. 


r3 Restaurants: There are restaurants to be found across all four 
_¥ continents (though the Dead Dunes has only one). These all offer 
various dishes that will restore HP instantly. The more gil you spend, the 
larger the restoration. 


fx Inns: Staying at an inn replenishes your entire HP gauge, 
though this is at the cost of both gil and, more importantly, time. 
Considering that you have a limited amount of hours to complete your 
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Whenever you perform an action with perfect timing, you will see a 
glowing aura surround Lightning (GB). Perfect timing is a high-level 
technique that requires quick judgment and extensive practice, though 
its merits are substantial. 





objectives, we would suggest that you heal at restaurants instead. Inns 
are designed to be of utility later in the story, when you have relatively 
few outstanding quests and need to accelerate time for one reason or 


another. 
Í a Mediguard: You are likely to obtain the Mediguard ability during 
your first trip to Yusnaan, as it is dropped by the Flanitor enemy 
type. Being able to top up Lightning's health while blocking (or in quiet 
moments against weak opponents) reduces the need to burn through 
healing items or EP. There are other abilities that can offer similar 
properties, but these only become available at a much later stage in the 
game. 


B Regen: This status enhancement causes your HP to slowly 
R replenish over time during battles until the effect expires. Though 
you cannot cast it with an ability, there are a few ways to trigger it 
(mainly via certain potions and, later in the story, noteworthy equipment). 


o Allies: An ally acquired during the course of the main story in the 


Wildlands can cast healing spells on Lightning. 


The most important point to understand about healing is that the 
ideal scenario is to avoid taking damage in the first place. The key to 
avoiding injuries is guarding, which you should learn to do with unfailing 
efficiency. To increase your chances, make sure you always assign your 
guard abilities to the same face button of your controller (for example, 
@/ 6, and start holding that button immediately when you notice an 
incoming enemy attack, while simultaneously switching to the relevant 
Schema. 


With practice, this will become a second-nature move that you perform 
instinctively in every battle. In easy encounters, guarding with Mediguard 
is enough to negate enemy damage, and heal as a fringe benefit. You 
can even use Mediguard to restore Lightning's HP after staggering more 
trivial enemies. Against tougher opponents, it's usually safer to resort to 
guard abilities with higher resistance to damage (such as Heavy Guard). 
Taking no or little damage without being able to heal is better than taking 
more damage than you can hope to heal with Mediguard. 
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Death, Game Over, New Game+ 


In Lightning Returns, death isn't really a danger, and losing a battle won't 
send you to the Game Over screen. Whenever your HP gauge is entirely 
depleted, you are requested to select any of the means of revival at your 
disposal: either a recovery item such as Phoenix Down, or an EP ability 
such as Arise, 


If you consume all of these and run out of options to revive Lightning, your 
only option is to escape the battle with the corresponding EP ability 
(which costs 0 EP). Escaping a battle rewinds time to before the battle 
began, resetting all of your parameters and belongings to their previous 
state, but this consumes an hour of the in-game time on Normal or Hard 
Mode — making it an inconvenient solution if activated too frequently. 


Indeed, whereas occasional uses of the Escape ability can be perfectly 
acceptable, repeated usage will lead time to flow too fast, preventing 
you from completing key objectives. If you fail to complete all five main 
quests by Day 13, when the world is set to end, you will reach the Game 
Over screen. Your only option then is to restart the adventure from Day 1. 


When this happens, you have the option to activate the New Game+ feature, 
which enables you to begin the adventure anew while keeping practically all of 


your equipment and attributes from the previous save file. This, naturally, gives 
you an incredible edge in your new playthrough. 


Damage Types & Elements 


All attacks in the game are either physical or magic in nature, the former dealing 
damage based on the Strength attribute, and the latter based on the Magic 
attribute. 


Both attack types can be either non-elemental (neutral) or elemental — in other 
words, imbued with an element from a subset of four elemental varieties. 


DAMAGE TYPES & ELEMENTS 
ICON MEANING ICON MEANING 


d Physical D Ice 
o w ð 
ð Fire ð Wind 


Each enemy has a set of affinities, which determine the amount of damage they 
sustain from attacks. 


Lightning 


DAMAGE AFFINITIES 


| DESCRIPTION MEANING 


Weakness The enemy takes extra damage. 
Normal The enemy takes standard damage. 
Halved The enemy takes reduced damage 
Resistant The enemy takes very little damage. 
Immune The enemy takes no damage 
Absorbed Attacks will actually heal the enemy, 





Once you have identified a creature's weaknesses, it is up to you to adapt your 
Schemata accordingly to take advantage of them. For example, if a creature is 
weak to the Fire element, but resists magic damage, equipping a Fire-imbued 
physical ability (such as Flamestrike or Heat Blitz) to a Schema dedicated to 
physical damage will lead to optimal results. If you stick to abilities (even the 
most powerful ones) that enemies resist, your attacks will have very limited 
effects on them. 


There are several ways to further enhance the effects of your attacks when 
attempting to exploit enemy weaknesses. 


* Certain recovery items, including various sorts of potions, can grant you 
status enhancements. These increase one damage type (physical with 
Bravery, magic with Faith) or provide elemental properties to otherwise 
neutral attacks (the En- buffs, such as Enfire, Enfrost, and so on). 


You can equip certain accessories that produce similar effects. 


* You can equip various pieces of equipment offering auto-abilities that 
enhance one specific type of damage or element. 


You can cast the Imperil status ailment on your enemies, adjusting their 
elemental damage affinities by one level (for example from “Normal” to 
"Weakness"). 


You also have various means at your disposal to increase your resistance to all 
types of attacks from your opponents: 


* Many pieces of equipment, especially accessories, offer effects or auto- 
abilities that can increase your resistance to any and all types of damage. 


* Certain abilities, such as NulAll Guard, increase your efficiency when 
guarding against specific types of damage. 


* Various status enhancements can improve your resistance to one damage 
type — see next page for details. 
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Status enhancements (also called buffs) are beneficial status effects 
that improve the defensive or offensive prowess of the user — be that 
Lightning (G3) or an enemy (E). They play a decisive role in determining 
the difficulty, duration and final outcome of the more demanding battles 





Status enhancements cannot be bestowed by abilities, but only via the 
use of recovery items or accessories. Each buff has a specific purpose, 
as revealed in the following table 


STATUS ENHANCEMENTS: OVERVIEW 


ICON ENHANCEMENT EFFECT 






: „ COMB 
X Bravery Raises the target's Strength stat, increasing the damage inflicted by physical attacks RAN 
Faith Raises the target's Magic stat, increasing the damage inflicted by magic attacks. 
| t sta — a k 
ls Protect Increases the target's resistance to physical attacks 
Kl Shell Increases the target's resistance to magic attacks 
Haste Increases the rate at which the ATB gauge fills 
! B Vigilance Increases the target's resistance to interruptions. 
B Regen Slowly restores HP over time 
ER ve 
EXE Veil Increases the target's resistance to status ailments. 
cy Enfire Strengthens attacks imbued with the Fire element. imbues non-elemental attacks with this element 
gm Om i — 
NEN Enfrost Strengthens attacks imbued with the Ice element, imbues non-elemental attacks with this element. 
F Enthunder trengthens attacks imbued with the Lightning element, imbues non-elemental attacks with this element 
Som Enaero Strengthens attacks imbued with the Wind element, imbues non-elemental attacks with this element. 





an 
"V 


Reraise Revives you once if your HP gauge is entirely depleted 


Status Ailments 


Status ailments (which include both debuffs and debilitations) are detrimental 
status effects that can be inflicted on Lightning and her enemies. They become a 
more prominent aspect of combat encounters as you progress through the story. 
Some adversaries (particularly bosses and large-scale foes) can prove difficult 
to beat unless you weaken them with status ailments. 


The most common way to inflict status ailments is via the use of debilitating 
abilities (i). Ideally, you should have one of your Schemata at least part-specialized 
in inflicting debuffs, and pay attention to any immunities that your current target may 
have. What could be a long, protracted battle might become a formality the moment 
you hamper your opponent with the debuffs it is vulnerable to. 


When you are assailed by status ailments, you will need to quickly assess how 
dangerous they are. The Esunada EP ability is the most obvious solution to remove 
them, though this costs 1 EP. Other cures include recovery items such as Remedies, 
and potions that grant a buff that counters the debuff you're suffering from. 


STATUS AILMENTS: OVERVIEW 


EFFECT 













Debrave Diminishes the victim's Strength stat 

Defaith Diminishes the victim's Magic stat. 

Deprotect Reduces the target's resistance to physical attacks 

D Deshell Reduces the target's resistance to magic attacks 

Slow Reduces the rate at which the target's ATB gauge replenishes 
od! Curse Reduces the target's resistance to interruptions. 

m Poison Deals gradual damage until removed or the effect expires 

Imperil Reduces the target's resistance to elemental attacks. 

Pain Prevents the afflicted combatant from using physical abilities 

Fog Prevents the afflicted combatant from using magic abilities. 

Daze Stuns the target and increases the damage they sustain through 
c attacks 

© Unprotected Lowers the target's physical resistance. 

© Unshelled Lowers the target's magic resistance. 

© Parched Lowers the target's resistance to Fire damage. 

® Exposed Lowers the target's resistance to Ice damage 

@ Conductive Lowers the target's resistance to Lightning damage. 

e Brittle Lowers the target's resistance to Wind damage. 

Q Broken Makes the target easier to stagger. 

Q Infected Makes the target more vulnerable to status ailments 

e Hindered Slows the target's movements. 

e Confused Makes the target unable to distinguish friend from foe 

o Cursed al target more likely to recoil and have attack 

® Dazed sidi target unable to take action and more vulnerable to 

9 Pained Makes the target unable to use physical attacks. 

© Foggy Makes the target unable to use magic attacks 





Note that each status ailment (except for Imperil) can be countered by using the 
opposing effect which strengthens the same parameter, and vice versa: 





When you face an enemy type that is immune to certain (or all) status ailments, 
it is worth noting that staggering the target can often cancel its immunities and 
make it ripe for a quick round of ailments at the beginning of the stagger period. 
You can then launch your most powerful attacks for optimal results. This is an 
essential step against the toughest enemies and bosses in the game. 


In addition, many creature types suffer from unique debuffs while staggered, 
making them even more vulnerable to your attacks. These ailments have the 
same icons as the ones introduced here, except that they have hexagonal 
shapes (see the Overview table, to the left) 





Enemies 
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You will encounter dozens of different enemy types during you 
through the main regions in Lightning Returns. Many roam alone, but 
some are found in pairs, or even larger groups. With certain battles 
being unavoidable, and the rewards for taking down enemies very 
valuable (new abilities, pieces of equipment, quest-related drops, gil), it 
is essential that you get to know the strengt — and weaknesses of your 
foes. Ev mportant is the need to react accordingly by adapting 


your Schemata and tactics 
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Press (R2/QÀ to r^ "Libra" information on your opponents during 
a (ED): use (R)/EDà and G)/@ to cycle through the pages 

at appear for each individual assailant. Most fields will be blank on 
a first encounter, but additional data will appear during combat. and 
on subsequent meetings. It usually takes a handful of separate battles 
to build a fairly complete picture of a particular adversary's strengths, 
weaknesses and special attributes. Once an entry is fully revealed it is 
marked with a & in the in-game bestiary 
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of elemental spells with your magic-oriented Schema, then switch to 
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your ailment Schema and cast all available spells, then switch to your 
physical-oriented Schema and unleash a physical attack. This short 


round of moves will uncover most of the creature's essential information 


Alternatively, you can purchase monster notes from Adventuring 
Essentials merchants, which offer you the benefit of a fully revealed 
Libra page for a relatively minor investment 


Much of the data obtained for each enemy concerns their susceptibility 
or capacity to withstand elemental forces and status effects. This is 
vitally important, as exploiting these weaknesses is the only way to 
stagger and defeat your opponents quickly. Indeed, if you have not 
discovered that a foe has a high resistance to (or, worse, absorbs) Wind- 
based damage, for example, any ability infused with that element will 
heal your target instead of damaging it 


As you establish that different kinds of attacks are more or less 
effective against different enemies, you will simultaneously discover 
stagger conditions. These list the most efficient ways to 
stagger your foes — an essential step for painless battles (see page 38) 
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There are a few final tips that you should know to fully understand the 
danger posed by monsters 


* Monster Evolution: From Day 7 onwards, all monsters grow 
stronger at regular intervals in the timeline (see the guide's Bestiary 
for details), dealing more damage to Lightning and taking less 
damage from her. This is a critical factor that you need to take into 
account when planning your journeys and the order in which you will 
be completing main storyline missions and secondary quests 


* Item Drops: As monsters grow stronger from Day 7 onwards, they 
also yield better rewards. You receive more gil, but more importantly 
you also have a better chance to obtain superior item drops, and 
high-level abilities. For example, an enemy type that regularly drops 

a standard version of Ruin Lv. 1 in early days will start to drop Ruin 

jtentially in rare versions, on Day 10. This makes the 

pr jf hunting down enemies far more rewarding, though more 
difficult, during the later stages of the story 










* Last * There are a limited number of monsters inhabiting the 
lands of Nova Chrysalia. Once you defeat all the individuals of a 
C ill have been exterminated, never to appear again 
V the world of monsters, you must take heed 
of the Last Ones. These are the very last specimens, appearing when 
their species is on the brink of extinction. Last Ones are magenta in 
color (EE), and far more powerful than their predecessors. They're 
also easy to identify from the letter " C)" (omega, the final letter of 
the Greek alphabet) that appears in their name. Eliminating them 
usually offers valuable item drops, as well as a piece of equipment to 
collect on the ground right after the battle ends. It's worth noting that 
a handful of species cannot be exterminated — these are all clearly 
identified in the quide's Bestiary. 
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The Ark 


The Ark is Lightning's base of operations, where time does not flow. You are 
automatically returned to the Ark at 06:00 every morning, no matter where you 
are and what you are currently doing. Your EP meter is refilled to its maximum 
level in the process. 


During every visit to the Ark, you will find a gift from Hope, taking the form of a 
cubic treasure box (CEB). Make sure you always open these gifts, as their contents 
are valuable, from new EP abilities to special garb that you can use in battle. 


You can also talk to Hope to learn more about various concepts and characters, 
but more importantly to acquire special recovery items (see page 39) in exchange 
for EP. Some of these items are very rare and cannot be obtained anywhere else. 


The Ark also features the Book of Conquest, a record of the highest battle scores 
received from all unique enemies (mostly bosses and Last Ones) that Lightning has 
fought and defeated. Examine the book to activate these records, and you will be 
able to challenge these fallen enemies again in their most powerful form. These 
battles offer no rewards: they are purely available for sport and practice. 





Chaos Infusions 


Chaos Infusions are pockets of Chaos that appear without warning in 
your environment (€). Inside a Chaos Infusion, several factors make 
your opponents significantly more difficult to beat: 


* Monsters’ HP. Strength and Magic are all boosted by 50%. 

* Monsters restore HP indefinitely through a permanent Regen effect 

* Monsters are more resistant to interruptions, regardless of the attacks 
used. 

* Monsters are able to quickly shake off any status ailments. 

* Status ailments last longer than usual on Lightning. 


However, there are some advantages to be found in battling monsters 
within Chaos Infusions. You will have a better chance of receiving items, 
and will receive a multiplier on your post-combat haul of gil and EP. 
Furthermore, Chaos Infusions feature Soul Seeds, collectibles that you 
can pick up and sell for a sizable price to traders that appear on each 
continent. 


The moment you defeat the creatures spawned by an Infusion, the Chaos 
will disperse. It is up to you to weigh the risks and decide for yourself 
whether or not to fight or stay clear of combat. If you are unsure, you can 
always briefly step inside the boundaries of the pocket, and identify which 
enemy type spawns. Engage it if it belongs to a species that poses you 
no threat, and retreat otherwise: you can then eliminate the enemy from 
outside the Infusion, or move away and come back in the hope that another, 
weaker enemy type will spawn instead. 


If you are competent at avoiding enemies as they pursue Lightning, you can 
make daring forays into Chaos Infusions to collect any Soul Seeds in the 
area without actually entering combat. However, as defeating enemies in 
Chaos Infusions is a significant source of EP. it's generally worth your while 
to wait for a suitable opponent and capitalize on the opportunity to gain 
the improved spoils, 





HOHTNING FET VON: 


EP & EP Abilities 


Lightning's Energy Points (EP) are represented by the meter in the bottom- 
left corner of your screen. You can spend these points to activate EP 
abilities (or to buy recovery items while on the Ark) 


There are multiple ways to restore your EP: 


* EP is fully restored when you return to the Ark at 06:00 every day. 


* Each enemy you defeat rewards you with a set amount of EP. As a rule, 
the tougher the foe, the more EP you get for eliminating it. Most enemies 
of the large-scale subtype yield large sums of EP when they fall, making 
the weaker varieties very efficient targets to refill your EP meter. 


* Enemies that you defeat in Chaos Infusions grant you a far larger EP 
bonus. 


* Recovery items of the Ether category (rare items that can only be 
obtained as rewards later in the game) refill portions of your EP meter. 


The limit of your EP meter — in other words, your maximum EP — can be 
increased by completing main quests. Fulfilling these in priority can prove 
very helpful, as several EP abilities have very handy applications. You can 
find the full list of all EP abilities (some of which are unlocked on later 
days, as gifts from Hope on the Ark) in the Strategy & Analysis chapter, 
but the following list will give you an idea of how important even the 
earlier abilities can be: 


* Escape: Enables you to flee from battle and rewind time to just prior 
to the battle, at the cost of one in-game hour on Normal or Hard 
difficulty (no penalty on Easy) 


Curaga: Fully restores Lightning's maximum HP. 


Arise: Revives Lightning from the KO status and restores HP in 
relation to the amount of EP consumed. 


Overclock: Slows the in-game time to a crawl during battles, 
enabling Lightning to move and attack with impunity 


* Chronostasis: Halts the in-game time flow for a brief period, which 
can be essential to complete objectives before a gate closes or you 
are warped back to the Ark. By efficiently farming EP from large-scale 
enemies, this ability enables you to freeze time for virtually as long 
as you need. 


Teleport: Instantly warps you to Monorail Stations, settlements, and 
other landmarks that you have previously visited 


To activate EP abilities, simply open the main menu on the field screen, 
or the pause menu on the battle screen (GTART/@), then D/d or 
C/M) 


The Outerworld 


You have access to various networking features in Lightning Returns to communicate with other players, as long as you have an active internet 
connection and requisite sign-ups/subscriptions. The online environment that is available via your connection is called the Outerworld. 


You can post about your experiences in the game, share your battle scores, and view screenshots and messages from other players by talking 
to certain residents of Nova Chrysalia. People whose names appear in blue in the field are carrying messages posted by other players. You 
can change your current Outerworld parameters via the Settings option in the main menu. 
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Luxerion pla f Prayers tasks, but 
the process of completing these ac ad by a relative paucity of 
combat encounters. This limits your ability to keep Chronostasis active at all times, 
unless you make an effort to periodically farm EP, and makes the city something of 
atime sink. There are only three specific areas where enemies spawn with any 
degree of regularity, with one of these locked outside the hours of 00:00 to 06:00, 
and another sealed until you progress in the main storyline for the region 


3 quests 


ies IS compiic 


. CHRYSALIA 


As a rule, Monorail travel costs little in terms of gil, but precious minutes in 
terms of in-game time. For example, if you speak to a station attendant to book 
your journey at 18:53 and the next train is at 19:30, the trip will effectively 

ste 37 minutes of your time, in addition to the minutes required for the 
journey itself. This means that it's best to plan your eys wisely and avoid 


unne 


in the game 
specific d 


requires careful E 


Though you might assume that you must make significant progress in Luxerion 
y g y g 9 


before travelling to other regions, that really isn't the case. In fact, spending 
too much time in the city at the start of the adventure may actually put you at 
a disadvantage, Instead, it makes sense to make relatively short but purposeful 


visits to undertake several tasks at once 
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* The North Station offers Monorail access to Yusnaan, with a General 
Store close to the platform. You can find an Inn and an Outfitter on the 
square outside. 


* The South Station provides Monorail access to the Wildlands and Dead 


Dunes regions. The retail area to the north features two Outfitters, an * Both entrances to the Forsaken Graveyard are locked until you make  « A ALI A 
Inn, a General Store and a Restaurant. progress in Luxerion's main quest. This area is home to the city's most 
redoubtable monsters. The Gaunt has a very high spawn rate and can 
* Feel free to enter the Holy District and take in the sights at the be a frustrating foe until you perfect the best strategy for fighting it. 
Cathedral, but note that there are no specific points of interest or The large-scale class Zomok and Dreadnought should be avoided at 
quests that originate inside the Cathedral itself. Unless prompted to all costs early in the adventure. 


enter, there is no profit to be had in making the long journey. 


The highway to the northwest is blocked by a barrier until Day 9. Once 
The Pilgrim's Causeway is one of three main areas where monsters can unlocked, this offers a direct path to the Wildlands region. 
spawn in Luxerion. Gremlins and Niblets are easy prey for Lightning, 


even from the very start of the adventure, but the Gorgonopsids that * The path leading south from the Warehouse District is quarded by a 
appear here can be demanding opponents until you upgrade your powerful monster inside a Chaos Infusion until you complete a related 
Schemata to a competitive level. side quest. If you wish to travel to the south of the city before you are 
ready (indeed, capable of) fighting this opponent, go via the adjacent 

* Old Town features a Forge and Sorcery Shop, with an Inn to the south Arcade or the Pilgrim's Causeway on the east side of the map. 


just before you reach the Pilgrim's Causeway. 

* There are three treasure spheres in Luxerion that Lightning cannot 
There are two entrances to the Warren — one from North Station to open until you accept a related quest. These can be identified by a 
the west, another to the east of Old Town — but these are only open padlock icon that appears when you approach them. 
between the hours of 12AM to 6AM every day. There are numerous 
quests that require Lightning to enter the Warren for one task or * The Cathedral Sentries that you encounter throughout the city will 


another, so it makes sense to undertake many of these simultaneously attack Lightning if she strikes them two or three times in quick 
to cut down on wasted travel time. Monster spawns are frequent succession. You can exploit this to gain EP top-ups and spoils whenever 
throughout the area, with the Gertrude posing a fairly serious threat you encounter them. However, this is a trick best left until the later days, 


during the opening days of the story. when Lightning is strong enough to end these fights quickly. 


5 


48 


F 
Yusnaan 


Yusnaan is a more compact region than Luxerion, though it is no less packed with 
things to see and do. The main difference is that the local security forces patrolling 
its primary thoroughfares (the Persona! Guard enemy type, traditionally flanked by 
a pair of Flanitors) will attack Lightning on sight until you complete the main quest 
for this area 


Completing the second chapter of the main quest for this region unlocks access to 
the Patron's Palace to the south of the Augur's Quarter. We cover this “dungeon” 
area in the Main Quests chapter. 










LIGHTNING RETURNS. 


Yusnaan Station provides Monorail access to Luxerion . 





South of the station, the Glutton's Quarter is home to many Restaurants, and a General 
Store. There is an Outfitter and an Inn just before you approach Central Avenue to the east. 


e The Champion's Quarter is home to an Outfitter, a Sorcery Shop, Forge, General Store and 
a Restaurant. Its other main attraction is the Slaughterhouse, an arena where you can 
fight battles to obtain fixed rewards 


* Though their availability varies in accordance with the time of day (and, indeed the day 
of your visit), the Cactuar Statue, Fountain Square and Reveler's Quarter districts are the 
starting point for several side quests 


e The tunnel that leads from the Reveler's Quarter to the Warehouse District is locked until 
you obtain the requisite key later in the story. 


e The Augur's Quarter is unlocked during the main quest. It features an Outfitter, two 
Restaurants and a convenient General Store, and eventually offers access to the Patron's 
Palace — home to many dangerous monsters and, somewhere in its upper reaches, an 
old friend 


* The path leading north from Central Avenue leads to a run-down area with entrances 
to the Industrial Area and Warehouse District. This open expanse, stretching from the 
shore to the east, to the (initially blocked) highway to the west, features a wide variety 
of potential enemies. We strongly advise that you avoid combat against the Reaver and 
Gurangatch whenever you encounter them here. The reasons for this are twofold: firstly 
the Reaver will annihilate a low-level Lightning without breaking a sweat and, secondly, 
both enemies are vital sources of EP in their primary habitats of the Wildlands and Dead 
Dunes respectively. As there is only a finite supply of both monsters, any specimens that 
you defeat here will not be available when and where you potentially need them most. 
Gremlins and the Skata'ne, however, are fair game 


e The highway leading west is blocked until Day 9. It eventually provides pedestrian access 
to the Dead Dunes 


* The Industrial Area is locked until you visit it during the course of the main quest for this 
region. The Hoplites found here are easy to defeat, though the Desdemonas can be a little 
more challenging early in the story 


e The Cargo Station just beyond the Industrial Area, and the path leading south, are primarily 
of interest during the main quest. Once you have completed the related challenges and 
picked up the collectibles in those areas, there's little reason to return ^ 


è The Warehouse District plays host to a lucrative (and eminently exploitable) combat- 
oriented side quest later in the story, where you can grind for boundless EP and 
battle spoils 





The Wildlands 


The Wildlands is the largest of the four regions, with several settlements 
offering welcome pockets of calm where you can seek refuge from the fairly 
intense monster spawn rate in its untamed areas. The opponents you encounter 
here range from trivialities to trials, with the Chocobo Eater being particularly 
noteworthy; it is the second most dangerous of all large-scale enemies, rivaled 
only by a similar species found in the Dead Dunes. 


The Wildlands area is a joy to explore, and you will also find that the treasure 
spheres and merchants encountered here will enable you to greatly enhance 
Lightning's overall combat prowess during the early stages of the adventure. As 
long as you pick your battles carefully, avoiding large-scale opponents (including 
the Reaver and Aster Protoflorian) until you are equipped to deal with them 
without great effort, there is no reason why you shouldn't dedicate time to this 
region from the very moment you can travel there. 





* The Wildlands is unique in that it offers two main quests: a lengthy 
local storyline, and a second that spans all four regions. While the 
main quest tied to the region is difficult to complete until Lightning 
is ready to tackle its demanding final dungeon and its boss, the other 
consists of five fairly straightforward tasks that you could potentially 
complete on one of the early days of the story. 


Before you attempt to fully explore the Wildlands, you should complete 
the first two chapters of the local main quest. This provides you with 
a mighty Chocobo as Lightning's constant companion in her travels 
through the region. Both steed and battle ally, the Chocobo greatly 
reduces the difficulty of combat encounters by assailing opponents, 
drawing their attention away from Lightning, and by assisting her with 
healing and status enhancement spells. There are also many places 
on the map that only a Chocobo can reach, and its faster movement 
speed reduces the time required to make journeys over its vast 
expanses. 


There are four types of recurring collectibles that you need to collect 
in large quantities to complete certain quests, so it makes sense 
to seek them out whenever you travel through the Wildlands. The 
Dayring Blossom flower and Chocoborel fungus appear during the 
day. Moonsoul Bloom and Luminous Mushroom replace them (even 
occupying the same exact positions) at night. 


The Wildlands Station, on the west side of the Grasslands area, offers 
passage to Luxerion and the Dead Dunes. Your first port of call on 
arrival should be Canopus Farms. You will return to this settlement 
on many occasions during the main quest and numerous secondary 
quests, though the very first point of interest is the Outfitter: this 
merchant sells some highly useful elemental garb that can be of 
immediate benefit. You can also find an Inn, General Store and 
Restaurant here. 


The Grasslands acts as a habitat for an assortment of small and easily 
conquered monsters, though Reavers will probably be far too powerful 
for Lightning during the opening few days of the story. Once you have 
a sufficient number of completed quests and suitable equipment, this 
large-scale enemy offers an invaluable supply of EP as you complete 
the many secondary quests available in the Wildlands. 


In the south of the map, the Aryas Climb area (accessed via a sloped 
path to the south-east) features the same varieties of monster as the 
Grasslands. Aryas Village is a profitable quest hub that you will visit 
many times, with its immediate surroundings free of enemy activity. A 
Restaurant offers the opportunity to heal, and there is also an Outfitter. 


The two highways south of Aryas Village are blocked until Day 9. The 
southwest road eventually leads to the Dead Dunes. The southeast 
road offers direct access to Luxerion. 


Travel through the Jagd Woods can be disorienting at first, so refer 
to the mini-map regularly (and the main map, if required) to ensure 
that you don't lose your bearings. The monster spawn rate is quite 
ferociously high throughout this area, with a varied selection of 
opponents to fight. These shouldn't pose too much difficulty, though, 
and they all become quite easy to beat once Lightning's Chocobo is 
restored to full fighting fitness. 


Jagd Village is another quest hub, and offers a Sorcery Shop, an 
Outfitter and a Forge. Once the Chocobo is at full strength, you can 
leap the path to the north for a convenient shortcut to the Rocky Crag 
area (and vice versa). 
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The Moogle Village, deep in the Jagd Woods, can only be accessed 
between the hours of 7PM to 7AM. During your first full day of activity 
in the Wildlands, it makes sense to schedule a visit there to begin side 
quests that are exclusive to the settlement. 


Rocky Crag twists and winds all the way from the north of Jagd Woods 
to the west of Eremite Plains in the far north. This stark environment 
is the exclusive habitat for the Aster Protoflorian, a large-scale enemy 
that is quite dangerous until later in the story. You can defeat them at 
a relatively early stage, but the battles are protracted and technical 
until Lightning acquires certain key abilities and better equipment. We 
advise that you wait until you have fully healed the Chocobo before 
you explore this area. 


The village of Poltae is sparse on amenities (with only a General 
Store and an Inn), but plays a major role in the main quest local to the 
region, It also offers some lucrative side quests. You can only reach 
the Temple Entrance to the northwest with a healed Chocobo. We 
cover the Temple of the Goddess that lies beyond in the Main Quests 
chapter. 


Eremite Plains is the hunting ground of the mighty Chocobo Eater. 
This powerful large-scale enemy can be challenging even late in 
the adventure unless you prepare your Schemata to capitalize on 
its weaknesses, so you should definitely avoid it entirely during the 
opening days of the story. A low-level Lightning will struggle against 
the Ectopuddings that also stalk the area, though these become more 
approachable once you have suitably powerful ice-based attacks. 


As with the Rocky Crag, it makes sense to leave the exploration of 
Eremite Plains until Lightning's Chocobo is at full strength. There are 
many areas (and collectibles) that you cannot reach without its full 
jumping and gliding power. 


The Research Camp is the last settlement and major quest hub in the 
Wildlands. It has a Sorcery Shop and a Forge that sells a noteworthy 
shield that can make a real difference to a low-level Lightning. 


In the far north, the Crash Site is the starting point for the Wildlands’ 
second main quest. 
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The Dead Dunes 


The Dead Dunes have a surprise in store for the first-time visitor: in addition to 
the vast desert, there is an entire maze of underground ruins to explore. These 
are locked until you reach the only settlement in the region, Ruffian, and complete 
the first two (relatively short) chapters of the local main quest. However, as doing 
so also provides you with a valuable ally to fight alongside Lightning, this should 
be your priority when you are prepared and ready to make real progress in the 
Dead Dunes. 


Though an early visit to collect certain items (one invaluable garb in particular) is 
a reasonable use of your time, we would argue that the Dead Dunes is the region 
that players should leave until later days on a first playthrough. Exploring the vast 
overground and the monster-infested Temple Ruins beneath the sands is no trivial 
task, and is much easier if you can defeat most indigenous monsters without 
difficulty — if only to farm the EP required for regular applications of Chronostasis 





The Dead Dunes Station is located in the south of the huge expanse 
known as the Giant's Sandbox. This provides transit to Luxerion and 
the Wildlands. Though they are not marked on the in-game map, you 
can find two merchants outside: an Outfitter and a General Store. The 
former sells a garb called Passion Rouge for a modest fee that belies 
its incredible long-term usefulness. As you will be reminded on at 
least several further occasions in this quide, Passion Rouge is a key 
element of almost any worthwhile Schemata setup for many hours 


The monsters that populate the Giants Sandbox are not to be 
underestimated. The Desert Sahagin can be particularly troublesome 
at low levels, and its fast movement speed when in pursuit of Lightning 
makes it a regular nuisance as you explore the area. The Gurangatch, 
by contrast, is perhaps the easiest of all large-scale enemies to 
defeat. You will fight these regularly to farm EP for Chronostasis 
during your visits to the Dead Dunes (and, later, pine for them once 
you have greedily hunted the species to extinction). 


You can only access Ruffian, the region's sole settlement, via the path 
to the north or to the east on a first visit to the Dead Dunes: the south 
entrance is blocked until you complete the first two chapters of the 
main quest. You will find a Restaurant, an Inn and a poorly stocked 
General Store (later improved after you complete a side quest) on 
your first visit. After progressing in the storyline, a Forge, Outfitter and 
Sorcery Shop are added to the indoor bazaar. 


There are numerous red Cactuar statues to be found across the desert 
and inside the Temple Ruins. Interact with these once, and they are 
activated as fast travel positions. You can use Cactuar statues to move 
instantly to any others that you have unlocked. 


The Giants Sandbox has three positions where you can access the 
underground Temple Ruins complex, but these are all blocked by 
barriers that prevent full access until you complete the requisite 
chapters of the main quest. You can find maps and detailed guidance 
for this subterranean labyrinth in the Main Quests chapter. 


You will often encounter small lizards scampering across the sands. 
They are entirely unobtrusive, and will not trouble Lightning at all. 
Nevertheless, you should draw her sword and smite them at every 
available opportunity. Lizard Tails are special items required for 
a handful of secondary quests, and you will need them in large 
quantities. It's better to begin the process of collecting them from the 
very moment you become active in the Dead Dunes. 


LIGHTNIN 


FINAL 


Until much later in the adventure, your sole interaction with the giant 
Earth Eater monsters encountered in this region should be to perhaps, 
at very most, offer them a fleeting glimpse of Lightning's back as she 
recedes rapidly into the distance. Without excellent equipment, high 
Stats and a considered Schemata setup, these large-scale enemies 
are ridiculously difficult to conquer. They are easily the most powerful 
non-unique monster variety found during the first thirteen days. They 
are common in the Dry Floodiands, Atomos's Sands and Grave of the 
Colossi areas 


In a similar vein, don't allow your curiosity to lead you astray if you 
encounter a strange and ominous black sphere punctuated by crackling 
energy floating through the Giant's Sandbox. This is the Aeronite: a 
one-of-a-kind enemy that you will not be ready to fight until very late 
in the storyline 


Certain areas of the overground and subterranean maps in the Dead 
Dunes are blocked off until you unlock them with an item called the 
Pilgrim’s Crux. These cross-shaped collectibles are actually fairly 
plentiful if you explore with diligence, and you will potentially find 
many more of them than you actually need. Naturally, we have a 
complete record of their locations later in the guide. 


The highway in the south of the Dead Dunes leads to Yusnaan, while 
the road in the far north leads to the Wildlands. Both are locked until 
Day 9 


Most shining random collectibles found on the Dead Dunes sands (and 
from other sources, such as lizards) are classified as “Unappraised 
Items”. Once you complete a (fairly elementary) side quest. you can 
visit the bazaar at Ruffian to have these examined and identified 
by an NPC. They are usually items that can be sold for gil, but may 
occasionally include other objects — such as the rare and valuable 
Ether and Turbo Ether recovery items that replenish EP. 
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Lightning Returns: Final 
.. offers you the freedom to complete main quests and optional 
- objectives as and when you see fit. With the clock constantly 
ticking, and many quests only available at certain times or after 
specific conditions have been met, it is very easy to miss some of 
This chapter is designed to allay any Sense of anxiety, frustration 
or confusion on a first playthrough. Rather than step-by-step 
solutions, which you can find in the dedicated quest chapters that 
follow, it will show you how you can be more efficient and make 
the most of your time by grouping tasks. It also suggests a very 
gradual and accessible progression plan in the Nova Chrysalia 
world, highlighting opportune moments to acquire new equipment 
of abilities, and presents quests in an order that will help you to ` 

i jal difficulty spike: 





J ^ In à way, you should consider this Walkthrough as a timeline, a 
rough itinerary that will also help you to make sense of the game 
and become more confident with its structure and key mechanics. 
This is why you will find plenty of page references to other 
chapters throughout these pages. Each one is an invitation for you 
to delve deeper and deeper into both this guide and the game to, 

- ultimately, create a joy your own perfect playthrough. 
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VANNER LE COMPLETE CHAPTER 1-1 


* After the short Prologue, chapter 1-1 of the main quest for Luxerion begins 
as soon as Lightning arrives outside North Station 
* Gather clues and NPC testimonies to complete the “Whither Faith” and 


“Where Are You, Holmes?” side quests before 23:45 (see page 71), and the 
local story will automatically advance to 1-2 


VEKO EQUIP LIGHTNING 


* Purchase the Nocturne garb from the Outfitters outside the station 


* Open the treasure sphere on the scaffold to the east of the North Station 
entrance: the Fighter's Emblem head accessory inside offers a welcome 
15% increase to physical damage, making it an ideal addition to your 
Nocturne Schema 


* Just before midnight, climb the ladder on the structure south of the North 
Station entrance and watch to the east 


MANIRI COMPLETE CHAPTER 1-2 


* Chapter 1-2 begins when a group of Fanatics make their way across the 
Centrum plaza, and ends after you successfully and stealthily tail them to 
the locked Forsaken Graveyard entrance to the northwest (see page 71) 





EXPLORE LUXERION'S OLD TOWN 





01:00-02:30 


At this point, you gain the ability to travel to almost anywhere in the game 
world, though you have little time left on Day 1 





* Head east in the direction of Old Town, stopping on the way to talk to Dolce 
outside North Station. You can now potentially complete the "The Things She's 
Lost" side quest for her (see page 107), and collect several items: the Runic Ring 
arm accessory, the Sparkstrike Lv.2 ability, and the Thundara Lv.2 ability from 
treasure spheres. You can pick up a free upgraded Attack Lv.1 ability by speaking 
to the Sorcery Shop owner and completing the related tutorial. With that done, 
there are also two quest items in the vicinity; the Quill Pen in an unattended 
shopfront with several destructible crates, and Dolce's lost Green Carbuncle Doll 
opposite the Sorcery Shop. Refer to the poster map to locate them easily. 


BUM 





shining Objects 





Whenever you see a shining object lying on the ground, or left behind 
when you smash destructible crates, pick it up immediately. While you 
will very occasionally find quest items in this fashion, the objects you 
usually obtain will be Medals. These exist only to be sold, and are a 
steady source of income during the adventure. 


E HEAD TO LUXERION'S SOUTH STATION 


* You should now make your way to South Station. To do so, backtrack 
through Old Town and the Centrum area. Open the two treasure spheres in 
the Commercial District to collect the Twist Headband and Magician's Token 
head accessories, then continue towards the Arcade area, where you can 
accept and complete the “Soul Seeds" side quest (see page 107) 


There are two more collectibles that may prove useful: the Guard Lv.2 ability 
in a dead end north of South Station, and the Guard Glove arm accessory in 
a treasure sphere to the east of the station 


Catch a train to the Dead Dunes in South Station. This first Monorail journey 
will unlock the Teleport EP ability. The last train for the Dead Dunes leaves 
at 04:45, and arrives in the Dead Dunes at 05:30. If things are looking tight, 
make use of Chronostasis (see page 45) 


30-0600 | 


b S — — 


Leave the Dead Dunes Station and look for a merchant a short walk to the 


north. Purchase the Passion Rouge Garb for 1.250 gil — one of the most 
noteworthy bargains in the entire game 


If you have some time left before you reach the 06:00 mark (which you 
can extend with Chronostasis), run to the far north of the Giant's Sandbox, 
where you will find a treasure sphere that contains Galestrike Lv.2: a Wind- 
elemental physical attack. Avoid monsters for now, as Lightning is in no real 
state to fight them yet 
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DAY 2 





SCHEMATA PREPARATION IN THE 
WILDLANDS [ 08:00-12:00 | COMPLETE CHAPTER 3-1 


* After opening the treasure cubes to obtain three pieces of equipment 
and completing mandatory conversations with Hope in order to unlock 
the warp device, choose Luxerion's South Station as your destination. 
On arrival, take the first scheduled Monorail to the Wildlands, then 
head southeast to Canopus Farms. 


* Visit the Outfitters on the east side of the settlement to purchase 
the four pieces of garb sold there. These all offer a sizable boost 
to Lightning's Magic stat, as well as a special “+” variation of the 
basic elemental spells. If you can't afford all four just yet, prioritize 
Electronica and Ignition for now. 


Schemata Setup 





The following Schemata configuration should put you in good 
stead for the battles you will face during Day 2. You can add 
Superior abilities and equipment as you acquire them, and 
easily tinker with the setup to suit the demands of area-specific 
monster spawns and more challenging opponents. 


Schema | Garb Abilities Notes 


This Saboteur profile should | 
be set as your default 
Schema. Use Deshell at the 
| Start of a battle to increase 
an enemy's susceptibility 
to magic damage, and 
Deprotect to do the same 
P for physical attacks. The 
A Passion: | —— Guard Lv2 ability acquired 
| in Luxerion will meet your 
detensive needs for the 
| an area-of-effect elemental 
spell (such as Thundara) 
1o this Schema gives you 
| Deshelllv2(@)} | a little more firepower to 


Deprotect Lv.2 @ 


Guard Lv.2 





Thundara 


| finish battles quickly. 





| Guard Lv.1 
the timing and techniques 
enemy attacks. 

Galestrike and Sparkstrike 
can prove useful when 
you face the Vali and 

| Miniflan enemy types in 

the Wildlands, though you 

will come to replace them 
with other physical attacks 
in time 





Attack L2 (@) 


Sparkstrike Lv.2 


* Completing the first two chapters of the primary Wildlands 
storyline (see page 81) will provide you with a steed who greatly 
reduces journey times and acts as a versatile battle ally who can 
also heal Lightning. 


* Fight every opponent that you encounter in the Grasslands area with 
the exception of the imposing Reaver to build a stock of base-level 
elemental magic. 





Botany and Its 


Several Wildlands quests (particularly collection tasks posted on 
the Canvas of Prayers) require you to gather the Dayring Blossom, 
Moonsoul Bloom, Chocoborel and Luminous Mushroom items 
in fairly significant quantities. To prevent this from becoming a 
chore, we advise that you try to gradually gather them during 
every journey. 


Flora Collectibles 
Item Main Area Availability 
| Dayring Blossom Grasslands 06:00 to 17:59 
emelten Goins 
Chocoborel 





Jagd Woods 06:00 to 17:59 






| 12-00-1600 | COMPLETE CHAPTER 3-2 AND 

ASSORTED SIDE QUESTS 

* Finishing chapter 3-2 (see page 83) will unlock a special gliding 
ability that gives you access to the full map area and most of its 
(otherwise inaccessible) treasure spheres. Before you set off to 
Jagd Woods, speak to Sarala in her Canopus Farms field to begin 
“A Father's Request”, and replace Electronica with Ignition in your 
Schemata setup. 


Speak to Nadia in Jagd Village to begin “Chocobo Cheer” and unlock 
the healing properties of the four Yeul's Flowers. You should also 
meet Cardesia in the settlement and accept her commission. When 
you set out to find the first Yeul's Flower in Jagd Woods, take the time 
to collect Chocoborels (see page 126 for a map), as well as at least 
four pieces of Forest Fertilizer (see page 124 for a map), and actively 
fight Rafflesia whenever you encounter them for Slug Sweets, After 
feeding the first Yeul's Flower to your Chocobo, you can then speak to 
the Wandering Man on the path leading to Jagd Village to advance 
the story in “A Father's Request”, then enter the village to complete 
“Chocobo Cheer” and hand the gathered items to Cardesia to unlock 
her first personal quest ("A Final Cure”). 


* During the journey to reach the Yeul's Flower in the City of Ruins 
area, stop off at Canopus Farms and speak to Sarala to complete 
"A Father's Request”. You can then speak to her again to unlock the 
ability to grow Gysahl Greens. Use the Forest Fertilizer to prepare the 
four plots, and plant Vegetable Seeds to prepare your first harvest. 
You should ideally speak to the Adventuring Essentials merchant 
close to the main farm entrance before you depart and purchase at 
least five additional Vegetable Seeds for future use. 


The third Yeul's Flower required to restore the Chocobo to its second 
healing level (and complete main quest chapter 3-2) is close to 
Aryas Village. After you collect it, enter the sheep pen to begin (and 
complete) the short “Fuzzy Search” side quest. 


* WALKTHROUGH 


* DAY! 


* DAY? 


DAY 2 (CONTINUED) 





WILDLANDS COLLECTIBLES SWEEP, 
PART 1 






16:00-19:00 





Useful Collectibles 
18:00, the An 1 
8:00, the Anubys (Bestiary page 158) Panken tboli 
replaces all standard monsters - 
throughout the Wildlands. You can | Fira lv2 
fight these to obtain the Heavy Slash ^ Beloved's Gift Aryas 
ability. Key to the Green 
Gate 
* Now that your Chocobo can glide, - 
this is an opportune moment to begin _ Pirewyrm Bracelet 
opening treasure spheres that were | Thunderbird Grasslands 
previously out of reach. See the poster | Bracelet 
map to learn their exact locations Sparkbane Choker —— Jagd Woods 






COMPLETE THE MOOGLE VILLAGE 


ENIDA QUESTS 





Enter Moogle Village from 19:00 and complete the “Peace and Quiet, Kupo” 
side quest. Collect the Crimm Mushroom in the southeast of the area, then 
open the two treasure spheres to obtain Moogle Dust (a key item for a later 
quest) and Healer's Lore. You can then chat with Moggel to begin "Where 
Are You, Moogle?" (see page 123), which you should start immediately 
Look out for Luminous Mushrooms as you travel to each lost Moogle, then 
return to the village to end the quest 


Speak to Mogella and plant the Vegetable Seed that she gives you in the 
plot right in front of her. The Sylkis Greens that grow here are required for 
a Canvas of Prayers quest 


* Once you are done, travel to Luxerion 


YAIRI COMPLETE CHAPTERS 1-3, 1-4 AND 1-5 


Complete the main quest chapters 1-3 and 1-4 back-to-back (see page 71 
for guidance). Don’t neglect to open both treasure spheres in the Forsaken 
Graveyard, especially the one containing the Stormbane Choker (which 
offers +50% resistance to Wind damage) 


Before you advance the main quest further, consider a few optional 
activities. You can make a stop at the Sorcery Shop in Old Town to improve 
key abilities via the Synthesis option: see page 33 for an overview of 
this feature. If you have EP to spare, it may be worth your while to 
complete “Born from Chaos” in the Warehouse District. Defeating a 
Zomok inside a Chaos Infusion is a pretty substantial challenge at this 
stage, but it's within your capabilities: equip the Electronica garb for 
your magic-oriented Schema, add Thundara and the Stormbane Choker 
head accessory on Passion Rouge, and the Thunderbird Bracelet to any 
Schema; the Battleaxe of the Believer found in the Den of Shadows can 
also help significantly, See page 190 of the Bestiary to learn more about 
the Zomok 


Chapter 1-5 is very short, and essentially centers on a major boss battle (see 
page 73). Make sure you collect the Thorn of Protection and Battleaxe of the 
Believer as you go through the Den of Shadows in the Warren, and adjust 
your Schemata setup before you engage in hostilities with the boss (see 
page 212 for help). Lightning-elemental abilities are particularly helpful 
assign the Electronica garb to your magic Schema, and Sparkstrike to your 
physical Schema. If this battle proves too difficult at this stage, consider 
leaving and coming back at the end of Day 3. Your improved stats and 
equipment will make the duel easier to win 
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DAY 3 


COMPLETE SIDE QUESTS IN THE 
SOUTH WILDLANDS 
After opening Hope's gift on the Ark (the Arise EP ability), warp to 
the Wildlands. 


* First, head to Canopus Farms and collect Gysahl Greens from the plots 
where you planted them on Day 2. Immediately plant new Vegetable 
Seeds in all four plots. 


* You can now focus on completing side quests. Begin with “A Final 
Cure” in Jagd Village (see page 126), then head into the Rocky Crag 
region to quickly and purposefully collect two Rocky Crag Moles (see 
page 127 for a map of their locations). Travel to Aryas Village to finish 
“A Taste of the Past” (see page 127), then complete “Round ‘Em Up” 
(see page 129). 


[1200-800 | ASSORTED QUESTS 


* Speak to Brella outside the Wildlands Station to begin the "Mother 
and Daughter" side quest. 


Head to the very north of the Wildlands, through Eremite Plains, 
all the way to the Crash Site. Speak to Sazh to activate his main 
quest (see page 91). You complete chapter 5-2 almost immediately, 
while 5-3 and 5-4 can be finished within minutes when you return 
to the south. 


A word of caution: the Chocobo Eaters found on Eremite Plains are 
powerful foes. Though you can defeat them at this stage, doing so 
will be something of a trial. It's better to avoid them until you have 
expanded your range of abilities and equipment. 


* The Research Camp is a hub for several quests, many of which you 
can complete almost immediately: "Dog, Doctor, and Assistant" 
(page 127) then "Mother and Daughter" (see page 126) and 
"Omega Point" (see page 128). "Matchmaker" (see page 129) can 
also be advanced to its second stage if you have the requisite items. 
Finally, If you followed our instructions to pick your first harvest of 
Gysahl Greens earlier, you can speak to the seated man and obtain 
permission to plant Vegetable Seeds in his two plots. Though there 
is no on-screen notification, this is the first step in a quest called 
"The Old Man and the Field". 


WILDLANDS COLLECTIBLES SWEEP, 
PART 2 


* This is a good time to pick up collectibles from the Rocky Crag area 
and the village at Poltae, including treasure spheres and Rocky Crag 
Moles (see poster map). 


* The Yeul's Flowers that you fed to your Chocobo on Day 2 should now 
have regrown. Restoring him to his maximum level of healing leads to 
a welcome boost to his combat prowess. 


* The following table lists key pieces of equipment that are easy 
to miss or hard to reach, but can be valuable additions to your 
inventory. 


Useful Collectibles 
* WALKTHROUGH 


Name Location 


City of Ruins, on top of wreckage (access the area from 





Soul of Thamasa (6 EP) 


E | the north entrance). 
Witch's Rosary (2 EP) ous x deg gi M det (reached by | 
| Thorn of Warding | Rocky Crag, north orth of Moogle Village. mm 
Hd 
uaki | Poltae, at the end of the cliff path that runs behind the | 


village, accessible from a ladder at the entrance. 
Windwalker Bracelet Rocky Crag, northernmost section. 


Eremite Plains (southwest, only accessible by gliding 





Watergod Bracelet 


from the Rocky Crag). 
pid- Fashioned Photo | Research Camp, hidden in the bushes behind the shops. 
Bli w2 Eremite Plains, on a cliff directly to the south of the 


Research Camp. 


* DAY2 


* DAY3 


Goddes 


Temple of the 





Though you can visit the Temple of the Goddess as soon as you 
reach Poltae, the final boss for the local main quest will be too 
tough for most players to beat until later in the story. However, 
it is possible to raid this dungeon to loot its treasure spheres 
for the elemental -ga spells, in addition to other noteworthy 
collectibles. Completing all steps in the Temple of the Goddess 
up to the end of the penultimate cutscene (see page 85) 
actually creates a shortcut back to the boss encounter for 
future use. 


Comi EVENING SIDE QUESTS 


* Before you leave the Wildlands, take the time to complete two quests 
that are only available in the evening: “The Hunter's Challenge" (see 
page 125) and “The Secret Lives of Sheep” (see page 131). 


* Once you are finished with these quests, head to Luxerion. 


COMPLETE “THE GIRL WHO CRIED 
WOLF” 


* This side quest is one of the few that have a time limit. You can only 
trigger it within 24 hours after completing chapter 1-5. If you defeated 
Luxerion’s final boss late at night during Day 2 as we suggested, then 
you are perfectly on time. 

* The “The Girl Who Cried Wolf” side quest (see page 112) requires 
you to run all over town to answer phone calls, with a final visit to the 
Warren, so it's convenient to complete it in a single sitting. 


* Speak to Lackley in the southeast of the Warren to begin “Get the Girl”, 
which eventually requires a visit to Yusnaan: your next destination... 





* Once you have opened the two gifts from Hope on the Ark (the Black Mage 
and White Mage garb), travel to Yusnaan via Luxerion’s North Station 


* Complete the first steps of chapter 2-1 by heading to the gate leading to 
the Augur's Quarter, then purchase the Sneaking-In Special Ticket from the 
nearby Tour Guide (see page 75). At this point, you cannot continue with the 
main quest until 18:00. 
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* Speak to the Diviners and accept the "Free Will" side quest (see page 115). 
They ask you to visit them again on the next day. You can also speak to 
Velno at the Slaughterhouse and begin the "A Testing Proposition" side 
quest (see page 116). 


You can now complete four side quests: “Family Food”, “Songless Diva”, 
“Stolen Things” and “Play It for Me” (see page 114). 


Purchase the Velvet Bouncer garb from Outfitters Marionette in the Glutton's 
Quarter, a few steps away from Central Avenue. Equip this on your physical 
damage Schema to replace Nocturne. 


* Consider hunting three enemy types if you have some extra time in the 
aftemoon. The Anubys, which replaces other enemy varieties from 16:00 
to 18:00, yields the Heavy Slash ability. The Desdemona, most commonly 
found in the Lower City (and, later, the Industrial Area) drops the essential 
Beat Down ability. However, its drop rate is high only if you stagger the 
Desdemona, which requires you to use physical or Lightning-elemental 
attacks immediately after Rush — see page 204 for details. Finally, hunt 
the weak Flanitor until you have the 34 Clear Ooze items required for two 
Canvas of Prayers quests. If you complete main quest chapter 2-3 without 
securing this amount, it is still possible to fight them in the grounds just 
outside the Patron’s Palace, but their spawn rate can be rather low. 





Noteworthy Treasure Spheres 


During your travels in the city, make sure you open all the treasure 
spheres on your way. The most important three items to pick up are 
listed here. 


Important Items 
hem Location 

Found on the awning just below the Banquet of the Lord terrace 
Opening this treasure sphere requires 6 EP. which you can 

Locket Pendant | afford with a full gauge if you have completed chapter 1-5 in 
Luxerion. This powerful item has advanced applications — see 
page 291 for details. 

Thorn of Will Hidden to the right of the steps that lead to the Augur's Quarter. 
Concealed in the Augur's Quarter (only accessible after 

Demon Earrings | completing chapter 2-1), in a dead end that can only be reached 


from the terrace where you speak to the Director 





Head to the Industrial Area and speak to the Suspicious Gatekeeper before the 
18:00 deadline. You can now complete Yusnaan’s entire main quest. If you need 
guidance at any point, feel free to consult our full walkthrough on page 75. 


There are two side quests that can only be completed during the events of 
chapter 2-2. These are “Fireworks in a Bottle” and “Fireworks for a Steal” — 
see page 118 for details 


The events of chapter 2-2 include a set of mandatory battles at the 
Slaughterhouse. Use this opportunity to complete chapter 5-5 at the same 
time (see page 91). A single fight against a Zaltys (Bestiary page 188) 
rewards you with the Fragment of Courage. 





perm no PRT ye " 








ADVANCE THE "FREE WILL" QUEST Lizard: PRIMER 
IN YUSNAAN tzards 
* WALKTHROUGH 


Whenever you espy small lizards during your journeys through 


* Opening the treasure cube on the Ark rewards you with a new EP the Dead Dunes, have Lightning draw her sword and smite them. MAIN QUESTS 
ability: Esunada, which enables you to heal status ailments. Use the These will drop either a Lizard Tail, or an Unappraised Item. The 
warp device to reach Yusnaan. former is required in large quantities for a handful of Canvas 
quests. latter objects be identified once ha 
* Speak to the Diviners and gather the Desert Flames they require d o ada Tode" side iau s sage Vi. R 


(see page 115 for guidance). Note that if you decide not to visit the 
Diviners during the day, you will permanently fail their quest. 





| 06:00-10:00. | COMPLETE CHAPTERS 4-1 AND 4-2 


* Your first priority in the Dead Dunes is to complete chapters 4-1 and 
4-2 to be joined by a powerful ally in combat. This is a short and 
simple task that only requires you to head to Ruffian in the center 
of the Dead Dunes, and then defeat a Gurangatch. See page 93 if 
you need assistance. 





REN COMPLETE CHAPTER 4-3 
EXPLORE THE DEAD DUNES; 
1600-1500 | T T - 
EN SV — * You are now ready to explore the underground Temple Ruins. Head 


to the waypoint marker in the far northeast of the Giant's Sandbox * DAY4 


* With your new ally in tow, you can now explore the Dead Dunes area and enter the tunnel. 
without fearing the local monsters — that is, with the exception of i * DAYS 
the mighty Earth Eater. * See page 95 for guidance and maps of the maze. Note that you can 
: instantly accept and complete the "Life of a Machine" side quest 
* We suggest that you perform a complete tour of the desert in a when you reach Bhakti on Floor 3. 


counterclockwise direction. This will enable you to activate all 
Cactuar Statues, collect all treasure spheres and Pilgrim's Crux items, 


and complete side quests. 
e From Ruffian, head north to Atomos's Sands and pick up both the RESUPPLY IN RUFFIAN 


Pilgrim's Crux and the Loupe. Once you bring the latter back to Elmer 


in Ruffian, you complete his "Tool of the Trade" quest, and have * With chapter 4-3 complete, new NPCs and shops appear in Ruffian. 
access to his item appraisal service. * Accept the “Skeletons in the Closet" side quest from Jamus in the bar. 

* Make your way to the west, then turn south and east towards the e Purchase the W ; 
7 dice yvern Lance from the Forge. This cheap weapon 
Oasis Lighthouse. Use the Pilgrim's Crux on the monument, then fight features the very useful Jump auto-ability and, when combined 
Cactair (Bestiary page 178) to complete the requirements for main with the Locket Pendant accessory found in Yusnaan, can become 
quest chapter 5-6. Loot the treasure spheres in the Oasis Lighthouse a staple element of some very effective Schemata setups. See 


area just beyond, and pick up the three units of Bhakti's Oil, required 
for a future side quest. You can also accept the “Last One Standing” 
side quest, though this can only be completed on a subsequent New * Feel free to stop at the Sorcery Shop to synthesize any abilities 
Game» playthrough. that you have accumulated. Reaching the final power increment for 
offensive abilities can make a significant difference in battle. 


page 291 for details. 


Resume your journey through the Dry Floodlands to the south, then 
the Giant's Sandbox to the east. Speak to Ramon, found outside 
the Temple Ruins North Gate, and accept his quest ("His Wife's 


Dream"). i 23:00-06:00 | COMPLETE CHAPTER 4-4 


Finish your tour by going towards the Grave of the Colossi to the 


northeast. Pick up the Pilgrim's Crux on the way, and use it to disperse * Once you are ready, you can resume your progression in main quest 
the storm in the dead end to the north. Dispatching the group of chapter 4-4. This involves visiting all three Shrines of the Tablet — 
Goblots there triggers the appearance of the Arithmometer. Open the a very easy task if you've been diligent in activating all Cactuar 
treasure sphere (which requires 4 EP) to obtain the valuable Silk Scarf Statues in the desert — and exploring the depths of the Temple 
accessory, then return to Ramon to complete his quest. It now only Ruins. See page 97 for guidance and maps of the lower floors of 
takes a quick trip to Ruffian to complete the "Tool of the Trade" and the underground maze. 
Old Rivals" side quests. * After you have viewed all three murals, make sure you do not go 
* |f you don't have any already, look for certain useful abilities during through the Sacred Gate (the door just north of the corresponding 
your travels; Heavy Guard from the Gurangatch, Imperil from the teleport location). This leads to a boss encounter that causes Fang 
Desert Sahagin, and Poison from the Gorgonopsid. to permanently leave the party. 
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DAY G 





COMPLETE CHAPTER 5 IN THE 
WILDLANDS 


* Back on the Ark, you will find five Bronze Malistones in a treasure cube. 
These are components required to Level Boost abilities — a feature now 
unlocked at Sorcery Shops, whereby you consume a Malistone to level up 
a fully maxed ability. 


* Warp to the Wildlands, and head to the Crash Site to the very north of the 
map. With all the Fragments in your inventory, you can now speak to Sazh 
to complete his main quest. See page 91 for details. 


Abilities 





Farming Lv. 1 


The transition from Day 6 to Day 7 marks an important point in the game's 
timeline. From Day 7, all enemies that you encounter enjoy significant 
boosts to their attributes, and naturally become harder to defeat. To 
balance this advance, they also drop more gil when defeated, and the 
abilities they relinquish in death increase by one level. This means 
that Day 6 is the last day when you can reliably obtain abilities at Lv.1, 
enabling you to synthesize them until maxed, and then to Level Boost 
them for reduced ATB costs. See page 246 for details on this system. 


MAKE PREPARATIONS FOR A BOSS 
BATTLE 


* Your next primary objective will be to defeat the boss found at the top of 
the Temple of the Goddess. This makes it a perfect time to complete any 
ongoing side quests and farm key abilities (such as elemental spells and 
physical attacks) — equip the Beggar's Beads accessory found in Poltae to 
double your chances. Important abilities include first-tier elemental spells 
(dropped by the Gremlin enemy), Galestrike and Aerora (Dryad), Froststrike 
and Blizzara (Miniflan), Attack (Rafflesia), Sparkstrike (Vali), Electric Blitz 
and Thundara (Hanuman), Blitz (Reaver), and Fira (Ectopudding). 


During your travels, stop off at Canopus Farms to pick your second harvest 
of Gysahl Greens, then visit the Research Camp to complete “The Old Man 
and the Field” (see page 124), This unlocks the “Land of Our Forebears” side 
quest in Aryas Village (see page 131). 


Once you have enough samples of each ability (five being a good number 
for most of them), make your way to a Sorcery Shop and synthesize them. 
You can use the Bronze Malistones you received on the Ark to Level Boost 
certain basic abilities, such as Attack and the first tier of elemental spells 
(Fire, Blizzard, Aero and Thunder). 


* Finally, 


| 1000-14-00. | COMPLETE CHAPTER 3-3 


* Before you head for Poltae, speak to Cardesia in Jagd Village to begin the 
“Mercy of a Goddess” side quest (see page 128). 





* On arrival in Poltae, start “The Grail of Valhalla” (see page 130) before you 
head for the Temple of the Goddess. See the section that begins on page 
85 for maps and advice. 


* After you defeat the final boss and leave the temple, complete “The Grail of 
Valhalla” (see page 130), then start and finish “To Live in Chaos” at Canopus 
Farms. 


* Once these tasks are complete, travel to Luxerion. 


| 1400-06-00 | COMPLETE SIDE QUESTS IN LUXERION 


* There are many side quests awaiting in Luxerion, and these often require 
that you visit people at specific times. This makes it a prime destination at 
this point in the storyline. 


* The following table lists all of the side quests that you can potentially begin 
(and, in most instances, complete) during this day, sorted in a convenient 
order of completion. Don't worry if you miss certain opportunities: you will 
have plenty of time to tie up loose ends over the remaining days. 


Quest Overview 
Quest Deadline Page 

Faster Than Lightning 1500 109 
Born from Chaos Any time Le | 
Suspicious Spheres 1100 109 
Like Clockwork | 1800 | lita | 
Voices from the Grave 18:00 (Part 1: residents) 112 
Buried Passion 1900 | ms | 
Treasured Ball | 2000 109 
The Angel's Tears | 2100 | 
Dying Wish 2200 108 
The Avid Reader 23.00 (Ranulph, O1:00(Mika) | MT 
Stuck in a Gem 03:00 (Gem) 108 
Voices fromthe Grave | 04:00 (Part 2: ghosts] a a 
Get the Girl 06:00 m 
The Saint's Stone | 0600 

A Rose by Any Other Name 











LIGHTNING RETURNS 







































enable 
Quest Overview 
a powertul sword aturing z 
Chaser auto-ability. Make sure you collect all of the valuable items i jeadline | Page | 
from the Temple Ruins treasure spheres, including the Thorn of Speed, : p z 
c | y c K Suge ^ Death Safari Any time 119 
Sparrow Comb, Satin Scrunchie and the Dawn Gauntlets 
Death Game Any time 119 
The Avid Reader nitens (Etam Raenonrof tha Tani 
(Luxerion) : : * 
Get the Girl (Luxerion) Any time (Maitre D', Banquet of the Lord) 111 
Last Date ` 120 
2 Adoring Adornments 117 
attacks at hand, head to tf the Temple Ruins ' — 
Friends Forever 20 
DOSS f $ 
Adoring Candice 03:00 121 
Tanbam's Taboo 3 121 
E STS IN 
* Once you are done with all thes 
e Speak to Armand t bed i 
16:00, you can also s 5 
The R s : ; Don't forget to stagger this creatur 
he Angelis lears * 





drop rate. Once you have them 








! with a version of the ability that you Level Boosted 





* Don't forget to check the Canvas 


and accept new ones 
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Day 8 / i 


* Hope's gift of the day is the Army of One EP ability, a special assault that 
both inflicts damage on opponents and heals Lightning. This proves useful 
in difficult battles. 


* With all main quests completed, you are now totally free to focus on optional 
objectives. In Luxerion, speak to Ranulph to trigger the “To Save the Sinless” 
side quest, then meet with Armand to advance the “Buried Passion” side 
quest. From 16:00, you can also speak to Luka outside South Station to 
continue “The Angel's Tears”. Don't forget to check the Canvas of Prayers to 
turn in completed tasks and accept new ones. 


* You can find new garb available at Outfitters in all four regions on Day 8, 
all retailing for a flat 5,000 gil fee apiece. If you can’t afford to buy all of 
them, we suggest you prioritize Intruder and Splendid Admiral, both sold in 
Yusnaan, as their auto-abilities make them very effective. 

















New Garb 
Region Garb Location 
Innocence North Station: Divine Protection Outfitters 
Luxerion T 
Loyal Servant South Station: Outfitters Rouge 
Intruder — 
f | Champion's Quarter: Hero's Song Outfitters 
Yusnaan Splendid Admiral 
Candy Raver x Augur's Quarter: Arty Outfitters 
Urban Outlaw 
Wildlands Canopus Farms: Expert Outfitters 
L'Automne 
| Deja Vu Dead Dunes Station: One Star Outfitters: 
LL—————ÉÉÉSÉ———— M LLLLL 
Dead Dunes Divergence x 7. * 








Day 9 j 


* Hopes gift of the day is Heartstealer, an excellent garb with valuable auto- 
abilities. 


Speak to Armand to complete the “Buried Passion” side quest. From 16:00, you 
can also speak to Luka outside South Station to advance “The Angel's Tears”. 


You can now open all highways linking the regions together by completing 
the “Roadworks” Canvas quests — see page 148 for details. Achieving this 
has multiple benefits, one of them being that each highway offers easy 
access to all large-scale enemies of the two regions it connects, making it 
easy to farm them for their ability drops and EP. 


On this topic, Day 9 is your final opportunity to farm monsters for Lv.2 abilities 
(or Lv.1 abilities with a Drop Rank of 1 — see page 246 for details). For all 
of the important abilities that you wish to Level Boost to reduce their ATB 
costs, this is the perfect time to make sure you have enough samples in your 
inventory to synthesize them to their maximum increment. The following 
table reveals how many you need, and which enemies drop them. 









Ability Drop Overview 


tv2 | Amount 


Ability | Required Dropped By 





Attack 6 Gorgonopsid (Dead Dunes), Rafflesia (Jagd Woods) 

Beat Down 4 | Desdemona (when staggered) (Yusnaan, Industrial Area) | 

Heavy Slash 6 Gorgonopsid (Dead Dunes), Anubys {exterior areas from 16:00 to 18:00) 

Blitz 5 | Reaver (highways) 

Flamestrike 5 Zaltys, Dreadnought (highways) 

Froststrike 5 Miniflan (Wildlands, Grasslands) 

Sparkstrike 5 Vali (Wildlands) 

Galestrike 5 | Dryad (Wildlands, Jagd Woods and Rocky Crag) 

Heat Blitz 5 Dreadnought (highways) 

Electric Bliz | 5 | Hanuman (Wildlands) | 

Aero Blitz 5 Zomok (highways) 

Ruin 5 Meonekton (exterior areas from 04:00 to 06:00) 

Fire 5 Gremlin (common), Ectopudding (Wildiands, Eremite Plains and Temple of 
the Goddess) 

Fira 7 Zaltys (highways) 

Blizzard 5 Gremlin (common), Miniflan (Wildlands, Grasslands) 

Blizzara 7 Chocobo Eater (highways) 

Thunder 5 Gremlin (common), Vali (Wildlands) 

Thundara 7 Hanuman (Wildlands) 

Aero 5 Gremlin (common), Dryad (Wildlands, Jagd Woods and Rocky Crag) 

Aerora 7 | Gaunt (Luxerion, Forsaken Graveyard), Zomok (highways) 


Day 10 f 


* Hopes daily gift is the Decoy EP ability. 


* Day 10 marks the second occasion when enemies enjoy increased parameters — 
though it isn't all bad news, as you again get to pick up improved rewards for 
defeating them. Be ready to tweak your Schemata setup to adapt accordingly. 


* All Forges now sell new weapons and shields for rather high prices. Buying some 
will provide immediate stat boosts to your Schemata, but it's not necessarily 
a worthwhile investment in the long run. Indeed, you can obtain equivalent 
weapons from defeated Last Ones for free, and subsequent New Game: 
playthroughs will unlock a feature enabling you to upgrade your equipment, 
with the low-tier items you already own having excellent development potential. 


e Don't forget to speak to Luka one last time outside Luxerion South Station from 
16:00 to complete "The Angel's Tears". Make sure you also speak to Armand 
before 19:00, then to Reddick in the Warren to complete "To Save the Sinless". 


Last One Weapons 


Some of the Last Ones (the final specimens of species that are on the brink 
of extinction) drop a powerful weapon when you defeat them. Even if you do 
not plan to eliminate all Last Ones, consider hunting three in particular who 
drop swords. These can rival most of the best blades available in shops. 


Weapon Drops 


Weapon Dropped By Availability 


Bonecracker Skeleton Q | Defeat 60 Skeletons in the Dead Dunes's Temple Ruins. 

| | 7 E = A, = * | 
Destroyer Cyclops 2 | Defeat 30 Cyclops in the Patron's Palace or the Yusnaan highway. | 
Flesh Render Reaver Q | Defeat 30 Reavers in the Grasslands or a Wildlands highway. 


Day 11 j 


* The daily treasure cube contains the Martial Monk garb. 





* You can spend the day completing any outstanding quests, and farming 
enemies for their ability and item drops. This will enable you to satisfy the 
requirements for virtually all Canvas quests. 


Day 12 
* Open Hopes gift to receive the final EP ability: Quake 
* At the end of the day, the g Iculate whether or not you unlock 









a day based on how 


you do not unlock it, this 


any side quests you have completed. If 
final chance — monsters 





the extr 











Completing the five main quests is enough to ensure you have 
access to the Final Day at the end of Day 12, and the opportunity 
to see the story to its conclusion. However, if you have completed 
a sufficient number of side quests by the end of Day 12, you will 
unlock a special 14th day, occurring between Day 12 and the 
Final Day. The exact formula used is too complicated to detail 
here but it's enough to say that each quest is allocated a value 
based on its difficulty: X = 0.02, X = 0.04, XXX = 0.08. 
The extra day is unlocked if you reach the value of 1, though the 
calculation is not a simple addition and leads to different results 
depending on the order in which you complete quests. Canvas 
quests do not contribute to this total 


The Ultimate Lair is available for exploration in the Dead Dunes 
during the extra day. Though this has obvious benefits, giving you 
the chance to encounter all Last Ones in the Ultimate Lair and 
obtain their valuable item drops, it also means that all enemies 
will grow in strength twice: once on Day 13 (the extra day), 
and once on the Final Day. This makes the enemies that you 
encounter significantly more difficult to dispatch, and requires 
that you make notable improvements to your Schemata and 
strategies. See page 295 for suggestions. 


Day 13 i 


* Hope's gift of the day is a set of upgraded versions of garb you already 
own: Equilibrium+, Dark Muse+ and Mist Wizard. Equilibrium» is 
especially noteworthy for its Standby ATB Recovery auto-ability 

13 is the Final Day. Refer 
final sequences 





If you have unlocked the extra day, the Ultimate Lair appears in the 
Jead Dunes, with both a teleport point and a Cactuar Statue providing 
access to thís location. 





e |f you have unlocked the extra day, Day 14 


LIGHTNING RETURNS. 


Ultimate Lair 





This special dungeon features 33 floors. The first 28 each feature 
a Last One — unless you have already defeated it. Defeating 
Last Ones rewards you with very valuable pieces of equipment: 
mostly accessories, but also a few powerful weapons, not 
to mention high-level abilities. Floors 29 to 32 contain a single 
treasure sphere each. The recovery items they contain should 
act as ample foreshadowing of what you will face on the final 
floor, The boss monster, Ereshkigal, is one of the game's ultimate 
confrontations, and you will need to employ advanced Schemata 
setups and strategies to defeat this foe 


Here is a quick overview of the special rules that apply inside 
the Ultimate Lair: 


e Time flows continuously in the Lair. You cannot use 
Chronostasis, and the minutes fly inexorably, even during 
battles. Unless you have already defeated many Last Ones, 
or you are extremely quick and efficient, taking them all down 
(especially Ereshkigal, which can be a bit of a grind) will most 
likely take the best part of the day. If you need to get out of the 
Lair for any reason, be sure to activate Chronostasis outside to 
preserve as much time as possible. 


You have to defeat the Last One on each floor to activate the 
Cactuar Statue leading further into the Lair 


* Each Cactuar Statue can warp you one, two or three floors 
down, depending on your Battle Score (Bronze, Silver or Gold 
respectively). 


Ultimate Lair Floors 


a I — zor Bestiary 
E - lum * P 





M | Hoplite Q 8 | Triffid Q 
#2 | Niblet CQ 156 #13 — Cyclops Q 164 
#3 | Zaltys Q 188 #20 | Skeleton C) 160 
+ aunt Q 161 , 2 
, Gremin C) 172 $92 «Earth Ear CQ 188 
#6 Dreadnought O 76 m katane Q 181 
— psid C) 180 #24 Hanuman C) 186 
£8 | Goblet C) 157 #25 Zomok €) 190 
#9 | Gurangatch Q 194 #26 Dyan 162 
#10 | Ectopudding Q 184 #21 | Rafflesia Q 7 
#11 | Miniflan C 173 428 | Chocobo Eater Q) 196 
#12 | Aster Protofiorian C) 208 #29 | X-Pot 
03 | Set ger Q 182 430  Refresher 
#14 | Goblin Q 175 #31 | Phoenix 
#15 | Reaver Q 192 #32 Ether 
#16 | Meonekton C) 159 n Ereshiogs 
n? actuar N 179 

Day 14 Ñ 


is the Final Day. Hope's gift is 
a set of five Silver Malistones 


See page 100 for a walkthrough of the game's closing chapter 


After the final cinematics and the credit crawl, you will be prompted 
to save your progress. Do this without fail, and make a careful note of 
the save slot. You can then load this save file to resume the adventure 
in New Game+, which unlocks Hard Mode, and otherwise unavailable 
features such as upgrading weapons and shields at Forges. A New 
Game+ playthrough is also the only way to obtain the best item drops 
from defeated enemies. See page 314 for details 
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QUICKSTART 
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STRATEGY & 
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ULTIMA 
WALKTHROUGH 
| EXTRAS 


INDEX 





MAIN QUESTS \‚\ 


This chapter offers step-by-step guidance for thie five main quest storylines, with an emphasis on 
assisting readers on a first playthough. We strongly advise that you consult the Walkthrough chapter 
for advice on approaching these challenges in an optimal order, grouping them with other tasks for 
maximum efficiency and rewards. This will also help-you to avoid difficulty spikes: main quests can 
lead you to areas that feature tough monster varieties and eventual boss ers that can seem 
(and may actually be) unbeatable without adequate Mum —] 













Main quests in Lightning Returns can be completed in any order se, and are intertwined 
with dozens of potential secondary activities: indeed, there are several instances where you must 
complete a specific side quest to advance. Making progress in each regional story gradually unlocks 
. local side quests and opens up new map areas for exploration. For this reason, we would generally 
recommend that players look to complete the easier opening sectans. of the four primary main 


quests in the opening days of the adventure, and leave their. until ot 
Ae i] 
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This short opening section of the storyline offers a sequence of tutorials designed to introduce aspectsvof the combat system, tips on movement, camera control and 
basic exploration, and a few other pertinent features. There is no difficulty to the battles that you fight, and the path you follow is strictly linear. You tan find additional 
advice on all game features that you encounter in the Primer chapter. 


On subsequent New Game+ playthroughs most of the Prologue is skipped entirely, with Lightning beginning on the Ark. 





The Patron’s Palace 


0-1: A Different Snow 





Anubys — 158 





Niblet EE 156 


Al After the opening cutscenes, you can take a tutorial on battle 
controls and Schemata prior to a battle with the Anubys enemy 
type. This fight is heavily weighted in Lightning's favor, offering an 
opportunity to use magic attacks to stagger the passive Anubys. How you 
finish it off doesn't really matter, though the Attack command becomes 
more powerful once your opponent has been staggered. This fight is 
followed by a brief camera tutorial that enables you to invert the Q y-axis 
or x-axis, should you so wish 


After an interim battle against a Niblet (press @D/EB to swipe it and 
begin the battle with a "Good" rating, then just hit it with a Thunder 
combo for a quick kill), another Anubys encounter introduces the Guard 
ability. You can either hold the related button for a standard block, or 
time a button press to occur just before the Anubys lands an attack 
for "Perfect Guard" (see page 39). After you defeat a second Niblet, a 
cutscene shows the opening of the way forward 


Go through the doorway highlighted with (1) and continue up the stairs 
until you reach the Black Market Dealer, triggering a quick tutorial on the 
purchase and use of Recovery Items. After this ends, select "Buy" from 
the menu and fill all available slots with Potions: these are free in this 
instance, so you would be foolish to miss out on the opportunity. When 
you're done, continue to the top of the stairs 


B Run to the north balcony and head east until you reach a Niblet 
and an Anubys in the corridor. Initiate combat with @ to 
begin the Switching Targets tutorial. Follow the onscreen prompts, then 
complete the battle. Continue east, then turn to the south. 


[d When you are prompted to use the jump ability, press 0/6 to 
climb over the crates; choosing to avoid or engage the enemies 
that appear on the lower level is entirely at your discretion 


Le) Aside from a brief (and uneventful) introduction to ladders, and 
occasional (mostly optional) fights against the Anubys enemy 
type, the journey is then entirely straightforward until you reach a 
locked door. Facing it, turn and interact with the interface on the pillar to 
Lightning's right with @/®, 


LIGHTNING RETURNS. 
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B Continue along the corridor until you trigger a cinematic; this 
is followed by a staggering tutorial, with a (thankfully heavily 
hamstrung) Zaltys as Lightning's training partner. This sequence will 
eventually go on to introduce the Overclock EP Ability 


a The last step for this section of the Prologue is to follow the 
| (QU icons until you reach a door, which triggers a succession of 
cinematics. Once these end, you will be transported to the Ark, a place 
where time does not flow, and to which Lightning must return at 06:00 
every day without fail 


O Open the four cubic containers to obtain Mist Wizard (38), Blizzard 
Lv.1, Light Guard Lv.1, Prytwen (Q) and Devil's Daughter (Sx). 
Opening the final cube will trigger the Customizing Schemata tutorial, 
which formally unlocks the corresponding option in the main menu 
Follow the onscreen prompts to complete the lesson. If you have saves 
from Final Fantasy XIII or XIII-2 on your hard drive, you can optionally visit 
the new Rewards Barter Shop entry in the main menu to collect potential 
bonus items from the Outerworld Rewards menu. 


After you leave the menus, Lightning obtains the Escape EP Ability 
Follow the prompts to interact with the bookshelf (more specifically, the 
Book of Conquests), challenge the Zaltys, and then take the EP Abilities 
tutorial that follows 


Back at the Ark, interact with Hope to advance the story. The conversation 
that follows will introduce a few key game concepts and features. At 
the end of this, the Warp Device that Lightning will use to return to 
Nova Chrysalia every day is activated. You can speak to Hope again for 
further background information, and even access his special “shop” that 
enables you to purchase Recovery Items in return for EP. However, as you 
currently have a full stock of Potions (and no real need for his specialized 
tinctures on Day 1), you can ignore the latter option for now. 


Finally, approach the Warp Device and press &/G to conclude the 
Prologue, and formally begin Day 1 





LUXERION 


The main quest for the holy city of Luxerion spans at least two in-game days, and is the shortest of the four principal storylines. While you can easily 
reach its final chapter not long after midnight on Day 2, there is no pressing need to complete it at such an early stage in the adventure. 


LUXERION 





70 — 


1-1: An Evil Savior 


EN Talk to the Inquisitor by the statue in front of North Station. The 
at) “Whither Faith" opening quest (classified as a side quest, but 
given center stage as your primary goal during the “An Evil Savior” main 
quest) requires that Lightning gather a sufficient number of clues to assist 
the Inquisitor in his investigations. This is an elementary challenge, but 
we will document a selection of points of interaction to get you started 
Once you have gathered enough information, Hope will prompt Lightning 
to return to the Inquisitor 


Important note: If you fail to return to the Inquisitor with a sufficient 
quantity of clues and witness statements before 23:45, you will 
automatically fail “Whither Faith”. The main quest automatically 
advances to chapter 1-2 at 23:45 


Speak to the Surveying Man on the scaffolding platform to the 
northeast of the Station Plaza. Jump to the adjacent platform and 
talk to the Officer there. You can also open a treasure sphere to obtain 
the Fighter's Emblem accessory 








LIGHTNING RETURNS 
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Examine the paper sheets scattered to the west of the Inquisitor. 





(3 


(D) Speak to Thorton at the (newly unlocked} station entrance, then 
accept the “Where Are You, Holmes?” side quest (see page 107) 
This must be completed before 06:00 on Day 1, and takes no more 
than 30 seconds. It also contributes hidden “clue points” towards the 
investigation for “Whither Faith” when completed. Talk to Holmes on 
the west side of the plaza, then lead him to Thorton inside the station 


B Speak to any other civilians on the plaza and inside the station 
marked with the & icon. This includes the Innkeeper and Outfitter 
on the west side of the plaza and the Running Man (dash to catch him) 
to the east. Once you have gathered a sufficient quantity of clues, talk 
to the Inquisitor again. After you obtain the rewards for "Whither Faith", 
Lightning will gain the invaluable Chronostasis EP Ability, and the main 
quest will automatically advance to Chapter 1-2 





1-2: In the Shadow of the Heretics 





Fanatic Around the North Station during the tail sequence 


Just before midnight, use the ladder to climb to the top of the 

structure close to where the Inquisitor was standing in the plaza 
outside North Station. From your vantage point, stay out of sight and watch 
the group of cultists as they move from the east to the gate to the west 





1-3: Find the Code 


H This chapter of the main quest is available from 06:00 on Day 2 

The locations where the four numbers can be found are shown on 
the accompanying map (see letter E). The numbers on the Wharf of the 
Faithful (a short walk southwest of North Station), inside the Warehouse 






BESTIARY PAGE 





G When they reach the plaza's west gate, drop behind the tower to 

avoid detection, then follow them from a distance — hiding behind 
walls and other barriers that break line of sight where possible — until 
you reach the waypoint and trigger a cutscene 


If Lightning is detected during the tail, you must successfully defeat 
Fanatics in battle to continue. Should you fail in this fight, the quest is 
reset, with a new group of Fanatics appearing on the east side of the 
Centrum plaza 


The main quest for Luxerion cannot be advanced any further on Day 1, 
so this is a great opportunity to grab essential items and complete a 
handful of side quests during the remaining hours. See page 56 of the 
Walkthrough chapter for advice on the most profitable uses of your time. 


District and close to South Station can all be gathered at any time of day 
The fourth, inside the Warren, can only be accessed between the hours 
of 00:00 and 06:00. The story advances to the next chapter once you have 
all four numbers 


Luxerion: 
Forsaken) Graveyard & Warren 








1-4: Rites for a Goddess 


POSSIBLE ENEMY ENCOUNTERS 





| Gremlin 172 | 


Niblet | 








Gaunt 
—— — — By contrast, the flying Gaunt will be a difficult opponent for Lightning. 
Dreadnought you are in no fit state to easily tackle a Gaunt (use 


definitely avoid any Dreadnoughts and Zomoks that spawn at all costs. - 














Zomok 





1] Approach the phone booth between the hours of 00:00 and 06:00 

and interact with it. Duplicate the displayed code with & in the 
slots directly below, then press ®/@. You can then follow the route 
shown on the map to reach the climactic cinematic for this chapter. 


If you are attempting to complete this portion of the local main quest 
on Day 2, be warned: the ambient, non-plot denizens of the Forsaken 
Graveyard can be tough to beat without suitable stats and equipment. 
If in doubt, or should you be low on Recovery Items, it may be prudent to 
pay most prospective combatants a wide berth. 


J| Once the story interlude ends, look behind the monument to find 
a glowing spot on the ground. Examine this to find a Crest of 
Etro. Continue south to exit the Forsaken Graveyard. With chapter 1-4 
complete, this area of Luxerion is now permanently unlocked. 


LIGHTNING RETURNS 
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YUSNAAN 





The majority of Yusnaan's side quests are unlocked through progress in the 
region's main storyline, so it makes sense to advance to at least chapter 2-2 at 
a relatively early stage in the adventure. 


YUSNAAN 


POSSIBLE ENEMY ENCOUNTERS 
























NAME 
Personal Guard 
Encountered in all central areas of the city. Will attack Lightning on sight. 
Flanitor 
Hoplite 
Niblet Use Fire-elemental spells, Attack during Glutton for an instant stagger. 
Gremlin Attack while the enemy is casting to induce a stagger: = 
Desdemona Use physical or Lightning-elemental abilities, especially immediately after Rush. 
Fixed sub-boss close to the end af chapter 2-1: does not spawn. — PL 
Schrodinger Spawns mostly in the Warehouse District. Can heal itself and act as a tank for weaker allies; always destroy its companions first. 
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z 
2-1 
[A] Travel to the Reveler's 

civilians that you pass 


When you reach the gate to the Augur's Quarter, speak to the 
Knowledgeable Tourist to acquire a valuable tip on how Lightning 
might sneak into the locked area 


The Great Break-In 


jarter in the sc 


co 


guth of the city wei to 


a 
0 obtain snippets of informatio 





Ünce yo piel, 
Ticket for 2,0 100 gil. At this point 
you cannot continue with the main quest until 18:00. If it is still early 
in the day, you might as well travel to another region to attend to 
other activities until late in the afternoon, but don't cut it too fine 
if you miss this deadline, you will need to wait until the next day to 
advance the storyline 





purchase the Sn eaking-In Specia 








LIGHTNING RETURNS 





Follow the obvious route, dropping to a lower level 
reach the first ladder. When you reach the 


investigate the nearby dead end to the north to find the Bronze P 
Watch (an item required for a Canvas quest) before you climb up 








[G] Follow the path to the north to reach the Cargo Station, then head 
to the east. There is a merchant just before you reach the Supply 
Line who sells Recovery Items, so be sure to replenish your supplies if 
ur stocks are low 





H] On the Supply Line, make note of the point where the path drops, 
and look up to see a higher platform tha Lightning can jump to 
(note the special "grab ledge": hold @/@ as you jump to it, and Lightning 
will automatically haul herself up when she makes contact). Open the 


treasure sphere here to obtain the Soldier's Tie accessory, which offers 
20% resistance to physical damage on the Schema it is equipped to. 








Once you are ready to continue, travel to the entrance to the 
J Industrial Area in the you can reach via 
the corridor at the north of Central Avenue. Speak to the Suspicious 
Gatekeeper, then select "Yes" when the prompt appears. If you are early, 
you will then be offered t ortunity to advance time to 18:00 exactly 


tur 
interact with the Suspicious Gatekeeper again to continue 





wer C ity 








Enter the Industrial Area and follow the path until you reach steps 
leading upwards. Continue on this path in a counterclockwise 
ascent, jumping the gap in the catwalk when you arrive at it. When you 
reach a ladder, climb it ict: is a treasure sphere that costs 2 EP to 
open that you might notice within jumping distance when you reach the 
top, but you should leave this for now: the Fences 
specialist acces: L 















topic, now is a good time to consult the Bestiary for 
to fight the Cyclops that you will face when 
waypoint. The battle follows immediately after the 
You can find a detailed presentation of this enemy type, and a 


ge 164 of the Bestiary 


On that very 





you reach t t 
cinematic 


strategy to defeat it, on pa 


m After the cinematic that follows the Cyclops fight, Lightning 
begins in the Warehouse Area. The enemy spawn rate is 
ferociously high in this zone though, self-healing Schrodinger aside, 
there are no monsters that present any degree of difficulty. Head 
west to reach an opening to the north, then look for a pile of crates 
just through it: these lead to a walkway with a treasure sphere that 

ains the Sight's Circlet accessory. After you grab this, t 
xt two waypoints until you reach a pile of bones; examine these to 
tain the ID Card 








kK] From the bones, head east via the path between the storage 
} containers, then go up the steps to reach the entrance to the 
Underground Route. Follow this linear corridor until you reach a closed 
portcullis 


[8 Intere act with the panel to open the way forward. Look out for a 
| Il shining collectible (a Desert Flame required for a side quest) 
d a treasu you will reach a ladder 


that leads to the Reveler's Quarter 





jhere. At the end of the tunne 





M] To conclude the chapter, approach the interface at the gates of 
J the Augur's Quarter and baat with it to enter. The assorted 
tasks that you must undertake to complete 2-2, “The Legend of the 
Savior", are all tailored for completion over the course of an in-game 
evening. We advise that you begin immediately. 











f qu. 


Plu Nm cian e - 
oc 


2-2: The Legend of the Savior 


IN] If you start this main quest chapter directly after 2-1, it should 
be no later than 21:00 (and, ideally, a little earlier). This part of 
the story comprises a collection of main quest activities, mandatory side 
quests, and a handful of optional secondary activities. It is also very light 
on combat, so it might be useful to begin with a full supply of EP for 
Chronostasis 


Your first task is to find the director. From your start position by the gates, 
look for a man to your right, then head up the steps to find Director 
Sarzhak. You can then converse with the Fireworks Boss on the east side 
of the Statue of God to obtain the Boss's Note. A pop-up Primer will 
inform you of the times when fireworks will be launched: 22:30 by the 
Cactuar Statue, 23:00 on Central Avenue, 23:30 at the Slaughterhouse, 
and 00:00 at Yusnaan Station. These are your deadlines for speaking to 
the Pyrotechnicians at each position 


There are three different ways to collect fireworks: 


* By speaking to the technicians at each of the sites marked by 
waypoints (one of whom offers a short secondary quest). 


* By speaking to Funicula and completing the Fireworks for a Steal side 
quest 


* By speaking to all four Chocobo Girls once you have examined a 
specific type of poster that reveals the “magic words” they ask for. 
Conveniently enough, a poster can be found a few steps away from 
each Chocobo Girl. 


In total, you can acquire up to 12 fireworks from Pyrotechnicians, seven 
from Funicula, and a maximum of four (and, if you collect all of them, the 
Miqo'te Dress garb) from the Chocobo Girls. We have marked all relevant 
points of interest on the accompanying map 


Though you only need ten fireworks, it's easy to make a sweep of the 
city to collect them all and pick up other bonuses. Funicula's quest 
is only available during the events of chapter 2-2 (see page 118), so 
it's a definite priority. Speaking to the Drunk Pyrotechnician in charge 
of the fireworks on Central Avenue begins a short side quest (which 
we cover on page 118). This can only be completed on the evening 
when it is accepted, before 01:00. Failure to do so will lead you to 
miss the quest rewards. To obtain the specified tipple, speak to the 
Maitre D' at Banquet of the Lord and pay the required 1,000 gil fee. 
Take the Bacchus's Brew back to the Drunk Pyrotechnician to obtain his 
fireworks and your rewards 





le) Once you have a healthy stock of fireworks and have completed 

related quests, return to the Fireworks Boss to make your delivery, 
then speak to Director Sarzhak. To obtain the required garb, you need 
to complete a side quest called “The Fighting Actress” (see page 119), 
which involves participating in a special event at the Slaughterhouse. 
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G Speak to Slaughterhouse Zoe in her booth, then complete all 
three bouts to win Midnight Mauve. The first (in a colossal 
mismatch) pits Lightning against a group of Gremlins (Bestiary page 172). 
The second is similarly easy, against a single Anubys (Bestiary page 
158). The third is against a Zaltys (Bestiary page 188), a moderately 
challenging opponent who will nonetheless be of no consequence if 
you are following the suggested progression offered in the Walkthrough 
chapter. For maximum damage, use Ice-elemental spells 


After you conclude your business at the Slaughterhouse and obtain the 
garb, you should note that the performance does not begin until 03:00. 
Though you can artificially advance time via an option that appears when 
you speak to Director Sarzhak, it's probably better to get involved with 
other activities (indeed, other regions) if you have several hours to spare 
Q| A word of warning: advancing the story beyond this point places 

Lightning in the Patron's Palace, a dungeon populated by some 
high-level enemies. If you have started with Yusnaan on your playthrough 
and have yet to make meaningful progress with quests in other regions, 


Lightning will almost certainly be too weak to handle the challenges that 
lie ahead. You may wish to leave this final step until a later date. 


When you are ready to continue, equip the Midnight Mauve garb and set 
it as your default Schema (at the Customize Schemata screen, highlight it 
and press @/@), then travel to the Augur's Quarter at any point between 
02:45 and 02:59. Interact with Director Sarzhak to bring this chapter of 
the local storyline to a close. After the initial cutscene ends, you will 
obtain the Femme Fatale weapon. 
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2- i3: A Solitary Patron 


PGHTNING RATIONS- 


J 











You only have three hours to make your way through the large, monster-filled Patron's Palace on first arrival, so you will need to make fairly regular 
use of Chronostasis to ensure that you can reach the end before the 06:00 deadline. Should you find the going tough, you can always raise EP through 
battles and teleport to another location, Don't worry too much if you need to use a few Recovery Items during the trip: there is a special merchant just 


before you arrive at the final boss battle. 


SIGNIFICANT ENEMY ENCOUNTERS 





i Use Slow dee cs. To stangar u e magica 
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A} Collect the two Statue Fragments close to your start position in 
L the Palace's garden (required for the "Rebuilding" Canvas quest — 
see page 140), raid the treasure sphere for its accessory, then head into 
the center of the palace. 


B) Make your way to the ballroom, where a scripted Chaos Infusion 

will balloon into position as you arrive. Either take the opportunity 
to fight a relatively easy battle for the EP bonus, or just run straight for 
the staircase on the west side of the room. From this point on, Chaos 
Infusions will appear with regularity. When you reach the balcony on 
floor 2, take a short detour to the adjacent staircase to collect Gold Dust 
(a sale-only item worth 4,800 gil) behind the closed door before you 
continue. 


[S3 The journey through the second floor is entirely straightforward 
until you reach the room in the south, where you must climb 
two ladders to negotiate obstacles. The Zaltys and Cyclops large-scale 
enemies spawn in the main area of this chamber. These are rather easy 
to deal with if you use the right strategy (Bestiary page 188 and 164), so 
you could profitably top up your EP here before you move on. 


D! You can top up your EP even further in the final room of this 
Dj floor, where the Zaltys has a high spawn frequency. If you have 


no appetite for a fight here, you can alternatively sprint around the first 


giant beast to appear and climb the ladder in the corridor beyond to reach 
the next floor. 


[3 


In the next room, use the control device to remove the barrier. 


When you arrive at a locked door (which should be familiar from 
the end of the Prologue], interact with the adjacent panel to open it. 


Gl On arrival at the room beyond, climb the ladder directly to your left 
[c] as you enter to reach a treasure sphere containing Flamestrike Lv.2. 


HI The next large room in line is a Zaltys spawn point. Climb the 

crates to your left to reach a short corridor and, from there, make 
your way to the control panel to the southwest to remove the barrier 
blocking the way forward. When you reach the junction, take a short 
detour to the right to reach a treasure sphere before you continue. 


| Desdemona Use physical or Lightning-elemental attacks, — — after Rush. | 204 







i Cross the room and climb the crates on the opposite side, then 
LI follow the corridor until you reach a ladder. Smash the crates, 
climb up, then empty the treasure sphere (which contains the Frostbane 
Choker, a useful accessory in a forthcoming fight} and activate the control 
panel to remove the barrier. 


J The last encounter on this floor is with a Palace Guard, who sells 
JJ the Potion and Phoenix Down Recovery Items. Stock up if you 
need to, then continue to the waypoint to trigger a cinematic. 


K Make a quick trip to the dead end to the east to open a treasure 
l `j sphere that contains Libra information for the forthcoming 
boss fight. You can then head west to reach a ladder that leads to 
Floor 5. 


L When you reach the next room, climb the ladder, then follow the 
L| obvious route to reach the control panel for the device sealing 
the corridor. 


MI In the next room to the south, you must defeat a pair of Anubys 
LLL] inside a Chaos Infusion to open the door. 


Mj Once you reach the Patron's Chambers, approach the table at 
bul] the waypoint marker and interact with it to trigger a cinematic. 
Drop through the shaft to return to the southwest side of Floor 3, 
then head east — over the crates, and up the ladder — to reach the 
corridor leading north that will return you to Floor 4. Carefully prepare 
your Schemata for the struggle that lies ahead (see page 214 of the 
Bestiary for detailed guidance) before you interact with the ice- 
covered door to advance to the conclusion of the Yusnaan main quest. 


At the end of the battle, you will obtain the following rewards: 10,000 gil, 
Maximum EP +1, HP +300, Maximum ATB +10, Strength +112 and Magic 
428. When you regain control of Lightning, grab the object on the ground 
to the left of her to obtain the Ghostly Hood, a rather technical accessory 
with some interesting applications [see page 232). 


The open hatch just outside Snow's room offers a shortcut to the second 
floor of the Patron's Palace, close to the Ballroom. You can then vault the 
balustrade to reach the lower level, and follow the corridor to return to 
the Augur's Quarter. 


WALKTHROUGH 


* MAIN QUESTS 


* YUSNAAN 


79 


80 





THE WILDLANDS 





Immediately advancing the Wildlands main quest to the end of its second chapter will be a priority on any playthrough, as the benefit of exploring its vast expanses 
and confronting its varied monsters with the aid of a Chocobo cannot be overstated. 


The Wildlands has more secondary quests than any other region, which makes it the perfect area to focus on Lightning's development during the early days of the 
storyline. What's more, the Chocobo's ability to heal her during battles will be of great benefit as you get to grips with the combat system on a first playthrough. 


Completing main quest chapter 3-2 unlocks a fifth main quest that begins in the Wildlands, but actually requires visits to all four regions to complete its (very short) chapters. 





The Wildlands: Grasslands & City of Ruins 











~ 


3-1: The Angel of Valhalla 


POSSIBLE ENEMY ENCOUNTERS 
| NAME | 





LIGHTN 


INAL 






BESTIARY PAGE 





Niblet Use Fire-elemental spells. Attack during Glutton for an instant stagger. 
Meonekton | Take advantage of Eerie Soundwave to stagger rapidly with elemental attacks | 159 
Dryad Use Fire-elemental abilities exclusively. 162 
Gremlin | Attack while the enemy is casting to induce a stagger, after which it falls quickly. | 172 
Miniflan | Use Lightning-elementa! spells. 173 
Rafflesia Area-ot-effect Fire-elemental abilities make Rafflesia a mere formality. | 174 j 
Goblin Dispatched quickly with Ice- or Lightning-elemental abilities 175 
Vali | Use Wind-elemental attacks to deplete its HP quickly, When accompanied by a Hanuman, prioritize this lesser enemy. | , 176 — 
Hanuman Eliminate any accompanying Valis to prevent Charge. Otherwise, use Wind-elemental attacks 186 
Ectopudding Use Ice-elamental spells. Equip accessories with Fire resistance at low levels of development, 184 
| Triffid Use Fire-elemental abilities. During enemy attacks, either guard to prevent interruption or double down on your offensive 185 
to stagger 
Reaver | Use ice- and Lightning-elemental abilities. Perfect Guards are critical to reduce damage taken and can also stagger. 192 
| i — — | 
Chocobo Eater Use Lightning- or Wind-elemental abilities or Jump to stagger. Trigger a Level 2 stagger to make subsequent staggers 196 
easier to achieve 
Aster Protoflorian | Use all four elements and stagger with spells. 0e 


Al On arrival in the Wildlands, a mandatory conversation at the 
Monorail station directs Lightning to Canopus Farms, a small 
settlement to the southeast in the main Grasslands area. Most enemies 
that may appear during the journey are decidedly weak, though be 
quick to run if you encounter a Reaver (Bestiary page 192) — these are 
prohibitively difficult to beat at an early stage in the story. 
[B] At Canopus Farms, speak to Dr. Gysahl, then converse with all 
NPCs marked with the usual conversation icon. After gathering 


the required information, you will now have a new quest marker in the 
northeast of the Grasslands area, 





From Canopus Farms, head east, then follow the path leading 

north. A conversation with two Chocobo riders from Jagd Village 
during the journey will provide you with additional information on your 
specific destination: the City of Ruins 


D| 


When you reach a large green monster looming over a stricken 
Chocobo, consult page 196 of the Bestiary for advice on how to 


prepare your Schemata, and save your progress before you leap into the 
fray. The Chocobo Eater is one of the most powerful enemies in the entire 
game world, but this specimen has been severely weakened. Once the 
Chocobo Eater falls, retum to Dr. Gysahl at Canopus Farms. After the 
cinematic interlude, speak to him, then interact with the Chocobo to feed 
him the Gysahl Greens. 
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3-2: Healing an Angel 


[3 This main story chapter potentially encompasses several side quests, 
i all of which contribute to the process of restoring the Chocobo to 
the second of three healing stages. Our focus here is get your Chocobo up, 
running and eventually gliding with a minimum of effort and expenditure. 


Though you can speak to everyone at Canopus Farms to hear their thoughts, 

specific individuals contribute items required to advance the quest. The 

Hunter Chief just outside the main settlement entrance will give Lightning 

a Chocobull. Sarala, the young woman attending to the nearby farmland, 

will offer Gysahl Greens. The Innkeeper on the east side of the settlement 

provides the gift of Fuzzy Sheep Milk. Return to the Chocobo with these 
| three items, and feed each one to him via the "Give to him" option. 


[xl Head to the path that leads to Jagd Woods to the southwest. Speak 
L to the Hunter Hopeful at the entrance (he's riding a Chocobo), and 
you should — if you have battled through encounters with at least six 
Miniflan so far — be able to complete a short side quest called “The Right 
Stuff” (see page 125) immediately. If not, scour the surrounding area 
to meet these foes until you have the necessary items. One of the final 
rewards is the Mystical Meal item. Though you can heal the Chocobo by 
other means, feeding him this additional item will enable you to restore 
him to riding fitness, and enjoy his assistance in battles. Do this now. 


G] Ride your Chocobo to Jagd Village and speak with Nadia to begin 
the “Chocobo Cheer” side quest (see page 125). Nadia will tell 
you about Yeul's Flowers, special blooms with medicinal properties that 
Chocobos must eat directly at their point of growth. Take your Chocobo 
to the Yeul's Flower in the north of Jagd Woods (see map) and interact 
with it. You can then ride to the Yeul's Flower in the City of Ruins and a 
third a short way to the west of Aryas Village to restore your Chocobo 
to the second healing stage — and advance the story to the next chapter. 
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Advancing your Chocobo to the third healing level is certainly useful, but 

it's not really a priority for the main storyline. If you can wait 24 hours 

for the Yeul's Flowers to regrow, that is certainly the cheapest way to 

complete the healing process. You could also feed it the Creamy Sheep 

Milk and Fuzzy Sheep Milk items obtained as quest rewards in Aryas « main quests 
Village — these have no other function. 


CHOCOBO HEALING STAGES 





3 Maximum battle strength | 400 





CHOCOBO HEALING ITEMS 


HEA 










ITEM 


Can be grown at Canopus Farms on 
| completion of the "A Father's Request" side 
quest. Not practical for rapid healing of your 



































| Gysahl Greens 25 Chocobo on a first playthrough, but they can 
| be stockpiled for easy healing on a New 
Game+ playthrough. Eight units are required 
for two Canvas of Prayers quests. 
| 
Fuzzy Sheep Milk 30 
un ) 2 * THE WILDLANDS 
| A reward for the "Round 'Em Up" side quest 
Creamy Sheep Milk 40 (see page 129) in Aryas Village. Again, has no 
| other purpose. 
| Chocobull 40 
| | Can be grown in the small plot inside Moogle 
€ Village on completion of the “Peace and Quiet, 
Sykis Greens 4 Kupo” side quest (see page 123). One unit 
| required for a Canvas of Prayers quest. 





| Tantal Greens 


Two units are obtained as rewards on 

| completion of the “The Right Stuff" and “A 

| Taste of the Past" side quests (see page 127]; 
can also be created by Chef Aryas for Vibrant 
Ooze x3 and Moonsoul Bloom x6. One unit | 





Mystical Meal 40 


| required to complete the “Moogle Gourmand” 
| Canvas quest {see page 142). 








Animal Potion 


Unlocked as a healing item after you start the 
“Chocobo Cheer” side quest in Jagd Village 
(see page 125). These grow in four locations, 
and are used solely to heal your Chocobo. 

Once consumed, they grow back after 24 
in-game hours. | 





| Yeul's Flower 50 








Rocky Crag, Poltae & Temple of the Goddess | 


3-3: Where Chaos Sleeps 


Al Having restored the Chocobo to a sufficient level of fitness, its 
| gliding ability will enable you to explore every last patch of the 
Wildlands. This means that you can finally navigate the Rocky Crag 


area to reach Poltae, a settlement in the shadow of the Temple of the 
Goddess 


Before you resolve to complete chapter 3-3 immediately, a warning 
while a visit to Poltae presents no challenge, the Temple of the 
Goddess is populated by some fairly high-level adversaries, and the 
monster spawn rate is fierce. You also fight without the assistance 
of your Chocobo, and Lightning is handicapped by a steady HP 
drain. Moreover, the adversary that lies at the heart of the temple 
may prove prohibitively difficult to defeat if Lightning isn't suitably 
prepared. However, there is no harm in grinding your way through 
the temple itself with a relatively underprepared Lightning, if you 
feel confident, as this will enable you to collect noteworthy items 
(including a full set of third-tier elemental spells). Negotiating the 
ruined floors to reach the top level actually creates a shortcut to the 
final boss encounter just inside the main entrance, so it certainly 
won't be a wasted journey 


[3 Before you begin, speak to Professor Lathom close to Poltae's 
Inn. His quest ("The Grail of Valhalla" — see page 130) involves 


interacting with two specific objects within the temple, so it makes 
sense to complete his objectives at the same time 


ic Travel to the waypoint at the top of the sloped path on the west 
side of Poltae to trigger a cutscene. Speak to the Man Awaiting 


the End after this ends, then follow the annotated screenshots to jump 
and glide to the waypoint marker 





(D) From the top of the slope, jump and glide over to the rock 
formation to the north, then hop up onto the rooftop 





B Jump and glide over to the rooftop, then jump to the rocky 
platform 


LIGHTNING RETURNS 


F Finally, make the short jump and glide to the next elevated 
platform 





[G] After the cutscene, Lightning will automatically dismount. Make a 
(at) quick (optional) detour along the path to the southeast to collect the 
Beggar's Beads accessory from the treasure sphere, then retum and climb the 
ladder. Cross the Bridge of Faith and ascend the stairs until a cinematic begins 





Hanuman 





Always eliminate the Vali first — the Hanuma 


effectively a tank. Use Wind-elemental attacks 





Vali 


Encountered in pairs, their Fire-elemental attacks can 

be devastating. Equip the Flamebane Choker on your 
Ectopudding | primary guard Schema if you have it. The Watergod 184 

Bracelet will augment your attack power against 

these foes 


More a grind than a threat in early days, and an 
3 thereafter. Take advar 
st 





tage of Eerie 159 
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Meonekton 





agger rapidly with elemental attacks 


A good excuse to test the Firaga Lv.2 spell found in 
Dryad the Hall of Avarice just before you reach their primary 162 
spawn area 


A fixed enemy that serves as a sub-boss. Does not 








Aster : jr as a ra pawn. Use all four elements and 208 
Protoflorian à 
gger with spells. 
A fixed enemy that serves as a sub-boss. Does not 
occur as a random spawn. Use Ice- and Lightning- 
Reaver p gntning 192 


elemental abilities. Perfect Guards are critical to 
reduce damage taken and can also stagger. 


lH Lightning begins at the center of the basement level. Run to the north 
| to find a treasure sphere containing Ruinga Lv.2, then move to the 


west and climb the slope that leads to the Hall of Avarice to the south. For 
future reference, you can reach the exit to the Temple of the Goddess by 
jumping to the platform on the left as you're going up the slope, as shown 
with a broken line on the accompanying screenshot 
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sphere, then — carefully! — return to Yeul and interact with her again to 
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[v] When the battle ends, climb the stone rubble to reach the next 
valled-off section of the chamber and speak with Yeul to create 














b 
two platforms that provide access to the balcony. Follow the short 
corridor beyond until a cinematic begins 
this ends, cre e room via the floating orms 
} an optional detour to open a treasu phere (containing 
2) if you wish, as tured here. Il ece tates that you 
jrop into the adja t room and retrace your steps 
hardship. After that, follow the corridors until yo 
Highest Leve 
S| Head for the next Yeul when you emerge from the short corridor. 
| and interact with her to trigger a trio of platforms. These 
disappear fairly rapidly, and it's a long way down, so be quick and 
composed with each jump 
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Though far from mandatory, you can ignore Yeul for now and 
follow the route shown on the next screenshot with a broken If you don't wish to (or cannot) fight Caius 
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5-1: Father and Son 


Though this main quest begins in the Wildlands, it actually requires visits 
to all four regions. The quest officially starts at the Crash Site in the 
north of Eremite Plains when you speak with Sazh. However, you must 
complete the chapter 3-2 main quest “Healing an Angel” (see page 83) 
before you can use your Chocobo's gliding ability to reach him. 


Once you have all of the Soul Fragments, return to Sazh at the Crash Site 
to conclude this storyline. Your rewards are 5,000 gil, the Afro & Yellow 
Chick and Dajh's Patch adornments, Maximum EP +1 and Recovery Item 
Capacity +1 





5-2: Follow 
the Chocobo Chick 


After the conversation with Sazh, follow the Chocobo chick to find a new 
treasure sphere outside. Open this to acquire the Fragment of Mischief 
quest item, and trigger a cinematic. The tutorial that follows will explain 
how you need to collect a further four of Dajh's Soul Fragments and 
return them to Sazh 
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5-3: Wishes on a Canvas 


To complete this chapter, speak to Chocolina and accept the “Key to Her 
Heart" Canvas quest. The Beloved's Gift quest item is found in a treasure 
sphere in the Wildlands, at the start of the highway situated southwest of 
Aryas Village. Return this to Chocolina to obtain the Fragment of Smiles. 


5-4: What Soul 
Seed Traders Want 


To complete this portion of the story, you must have completed the 
“Soul Seeds” side quest (see page 107), and have the Moogle Fragment 
obtained by finishing “Peace and Quiet, Kupo” (see page 123) 


Speak to any Soul Seed trader, sell your seed(s), then select "Yes" at 
the prompt to hand over the Moogle Fragment to obtain the Fragment 
of Radiance 


5-5: Battle's Bounty 


Visit the Slaughterhouse in Yusnaan at any time from 19:00 to 03:00 
and speak to Slaughterhouse Zoe in the booth to the right of the gate. 
When the prompt appears, agree to participate in the special match to 
fight for the Fragment of Courage. The bout is fought against the Zaltys 
Brimstone, a (functionally identical) version of the Zaltys large-scale 
enemy (Bestiary page 188). 


5-6: Beyond the Sandstorm 


Even before you are ready to embark on productive stays in the Dead 
Dunes, you can visit the region to collect the Fragment of Kindness at 
almost any time in the story. 


Unless you have already done so, you will need to dispel the storm 

raging at the entrance of the Oasis Lighthouse area with a 

Pilgrim's Crux. If this is your first meaningful visit to the Dead 

Dunes, you can pick up one of these just before you reach 

the Dry Floodlands area to the south. Use this at the 
altar to the left of the sandstorm. 


After preparing your Schemata (turn to page 
178 of the Bestiary for assistance), quickly 
run over and strike Cactair to begin an 
unusual battle. Be careful not to use 
any abilities imbued with the Ice 
element: these will heal the creature 
instantly. When you defeat it, you 

obtain the Fragment of Kindness 
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Though perhaps no more demanding than the Wildlands in terms of the ferocity of its monster denizens, exploring The Dead Dunes and the maze of corridors that 
make up the underground ruins in 4-3 and 4-4 is a serious undertaking. On a first playthrough, weathering the labyrinth's high monster spawn rate is far easier once 
you have obtained experience, abilities and stat boosts by completing main quests and secondary activities in the other regions. 


Should you choose to visit the Dead Dunes to simply explore, take in the sights and plunder treasure spheres, a word of advice: take the time to complete chapters 
4-1 and 4-2 beforehand. This should take no more than fifteen minutes, and will provide you with an ally who will be of great assistance. 


THE DEAD DUNES 





Lizards 





Before we begin, an essential tip: whenever you espy small lizards during your journeys through the Dead Dunes, have Lightning draw her sword and smite 
them. These will drop either a Lizard Tail or an Unappraised Item. The former is required in large numbers for a handful of Canvas quests, so it's a good idea 
to start accumulating them immediately. The latter objects can be identified once you have completed the “Tool of the Trade” side quest (see page 132). 


4-1: Bandits of the Desert 


POSSIBLE ENEMY ENCOUNTERS 





NAME 


| 
Use Wind-elemental abilities to stagger; induce a weakness with Imperil to increase damage. Guard with Passion Rouge 





por NO RETURN? 





















Goblet against Belch to avoid multiple ailments. 
Cactuar 
| Gorgonopsia B 
Desert Sahagin When the enemy is burrowing, Perfect Guard against Rush to stagger. U 

Used as a sub-boss in this chapter, but common throughout the Giant's Sandbox. Relatively unthreatening, these 
Sarengeteh opponents crumble once staggered. Use Wind-elemental abilities or Beat Down to achieve this as soon as possible 
ee 
f 
| Earth Eater 


— 4 






| Use Wind-elemental abilities or Jump to stagger. Poison is useful to deplete the enemy's health after the first stagger. 
Consider Overclocking and using buffing Potions in combination with Imperil to maximize damage during staggers. 
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Al If this is your first real visit to the Dead Dunes, there are a handful 

of steps that you can complete during your journey to Ruffian that 
will save time later. This should take little more than ten minutes. First, 
activate the Cactuar Statue outside the Dead Dunes Station to create 
your first teleport waypoint. 


B) Head directly north and activate the Cactuar Statue outside the 
. Temple Ruins North Gate. 


Repeat this with the Cactuar Statue in the Near God's Wrath area. 
Head west to find a special item called a Pilgrim's Crux. 
Activate the Dry Floodlands Cactuar Statue to the north. 


F) 


Make your way to the northeast and interact with the monument 
to the left of the storm, then fight Cactair (Bestiary page 178) 


if you want to complete the requirements for main quest chapter 5-6 
{see page 91). 





Loot the treasure spheres in the Oasis Lighthouse area just 

al) beyond. You should also look for three shimmering points of 
interactivity. These are units of Bhakti's Oil, required for a side quest, 
and collecting all three here satisfies the quest conditions, removing the 
need to search elsewhere. 


H Continue your journey until you reach the shining object that you 
L al can collect at the position shown on the accompanying map: this is 
the Loupe, an item that will enable you to complete a side quest on arrival 
in Ruffian (see page 132), which you can reach via the path to the south. 


I | Speak to Adonis in the corridor to the north after entering the 
MB) interior area at Ruffian. After the initial conversation, speak to 
him again and agree to take the trial. 


4-2: Aspiring Bandit 


__J 


J Activate and use the Cactuar Statue outside Ruffian to teleport to 
J) the Near God's Wrath location in the south. 


K Defeat the Gurangatch at the waypoint marker. Lightning will 
JA) automatically use the Pilgrim's Crux on the monument to remove 
the artificial sandstorm in the cinematic that follows. 


L| Return to Ruffian and speak to Adonis to advance the story... and 
L acquire a powerful new ally for the forthcoming challenges in the 
Dead Dunes. Chapter 4-2 ends with Fang joining Lightning for the next 
three (substantially longer) chapters of the regional storyline. 


M! Head to the waypoint marker in the far northeast of the Giant's 
MJ] Sandbox area and enter the tunnel to reach the Temple Ruins. 
Speak to the bandit to the left of the portcullis to open the way forward. 
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Temple Ruins: Floor 1 






Temple Ruins: Floor 2 
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4-3: Where the Clavis Lies 
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POSSIBLE ENEMY ENCOUNTERS 


NAME 
Goblot | Use Wind-elemental abilities to stagger. 


Skeleton 





Schrodinger 











deplete the enemy's health after the first stagger. 





Al After speaking to the bandit to open the portcullis, follow the 
L corridor until you reach the Cactuar Statue, then activate it to 
unlock the Chamber of Dusk teleport location. 


B] Press forward and open the treasure sphere before you drop 
| through the opening to reach the next floor level. 


[d As soon as Lightning reaches Floor 2, there is a quick tutorial on 
l the timed doors that appear in the Temple Ruins. To recap, timed 
doors automatically open or close every hour. Open doors are green 
on the main map and mini-map; closed doors are red. Every time the 
minute hand reaches 12, all timed doors in the underground ruins change 
state, from open to closed and vice versa. In practical terms, this feature 
doesn't really affect your progression in the main quest objectives. The 
only real complication is picking up all collectibles. 


Two useful tips: there are stone slabs close to each timed door. Examine 
these, and the timed door will permanently appear on both your main 
map and mini-map as an icon that reflects its current state. Additionally, 
if you constantly use Chronostasis to freeze time whenever you are in 
the Temple Ruins, there is a simple trick that will enable you to be extra- 
efficient in your progress through the floor levels. As all timed doors 
change state on the hour, every hour, try to complete all steps up to the 
conclusion of chapter 4-4 during an hour with an even number (let's say 
14:00). You can then return later to clear out the dungeon on an odd- 
numbered hour (for example, 01:00), where all timed doors closed during 
your first visit will be open. 


D! Here you will encounter a special feature exclusive to specific 
Dj areas of the Dead Dunes underground areas: skeletal statues. 
Draw Lightning's sword and smash these whenever you encounter them. 
In most instances, they will usually drop an object: either an Unappraised 
Item that you can convert by speaking with Elmer in Ruffian after you 
complete the “Tool of the Trade” side quest (see page 132), or a Yellowed 
Skull. You need to pick up 28 of the latter in total to complete all three 
"Pride and Greed” collection quests (see page 146). Occasionally, striking 
one will trigger an automatic battle with a Skeleton. 


3 Collect whichever treasure spheres are available at your time of 
[3 day, then drop through the opening to reach the next level down. 









Encountered as a "fixed" enemy only — does not spawn. Use Wind-elemental abilities or Jump to stagger. Poison is useful to 198 






182 











There is a "fixed" Earth Eater positioned in the area just to 
Lal the east. If you arrive at an even-number hour, and fancy your 
chances, it's possible to approach it via the southeast doorway and 
secure a "Great" battle start by striking this behemoth from behind. 
However, you may also prefer to leave these treasure spheres until later: 
the Warding Talisman (Resist Curse) and White Strap (Resist Fog) are not 
priorities at this stage. 


G| You will now encounter another feature of the Temple Ruins: 
triggered doors. To open these, you must find a device adorned 
with the corresponding symbol. Activate the device to open the nearby 
door. Follow the corridor, smashing the skeleton statues that you pass. 


H Interact with the Cactuar Statue to unlock the Sacred Gate 
Lal teleport destination, then examine the door marked by a waypoint 
to the north. Now backtrack to the Chamber of Flame and follow the 
corridor to the south. 


1) Once you reach the Sacred Grove, collect the Pilgrim's Crux, then 
1 use it to unlock the door to the north. This opens a route between 
the Temple Ruins North Gate entrance and this floor of the labyrinth. 


[J] Visit the room to the northwest to collect a Pilgrim's Crux and, if 

you followed our advice to pick up the three Bhakti's Oil collectibles 
from the Oasis Lighthouse area earlier, complete the “The Life of a 
Machine” side quest (see page 134). This will provide you with another 
Pilgrim's Crux in addition to other rewards, and requires no additional 
exploration or combat. When you're done, take the corridor to the south. 


Activate the nearby device to open a triggered door to the south. 
I This unlocks the route into the deeper floor levels. For now, 
though, head north. 


L Interact with the device at the center of the gallery room. To 
5 complete your new objective, you actually need to leave the 
Temple Ruins for a time. Backtrack to the Cactuar Statue and teleport to 
any one of the three Shrine locations in the Dry Floodlands, Grave of the 
Colossi or Atomos's Sands areas. 
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4-4: Murals of the Gods 


M| Once you reach the first Gallery in the Temple Ruins, you must 
| leave the underground labyrinth to visit three specific Dead Dunes 
destinations. These Shrines are essentially long corridors that lead first 
to a doorway that must be opened with a Pilgrim's Crux, and then to a 
room where a special Tablet can be collected. 


After you collect each Tablet, the return journey is spiced up by the 
appearance of skeletal statues that you can (and should) smash to gather 
collectibles — or deal with a Skeleton ambush. 


NJ Before or after you visit the three Shrines, take the time to return 
to Ruffian. Completing chapter 4-3 triggers the arrival of many 
new faces in the settlement, plus a new Outfitters, Forge and Sorcery 
Shop. If you do not have the required three Pilgrim's Crux keys for each 
Shrine and have no desire to explore to find others, you can buy them 
from the Crux Hunter in the main hall at Ruffian. 


Once you have all three Tablets, use a Cactuar Statue to teleport back to 
the Sacred Gate destination. 


— — 


—— 





©] When you return to the third floor of the Temple Ruins from 
l collecting all three tablets, head back to the gallery room that 
you visited during step B. Interact with the pedestal to view the first 
mural. When the cutscene ends, collect the Crux Body from close to the 
room's entrance, and go through the triggered door to the south (which 
you opened during step 3). 


P] A warning: this area of your current floor (and the two beneath 
I it) becomes a maddening warren if you do not approach it 
with a degree of consideration. Our walkthrough here focuses purely 
on presenting the most sensible route to the second mural, without 
worrying about most treasure spheres or other such complications. We 
advise that you return to pick the corridors clean of collectibles later. For 
now, eliminate the Gurangatch blocking the west corridor, then follow 
the passageway. 


When you reach the hole marked here, drop down to the lower 
kel level. 


QUICKSTART 


CASTS 
CONCEPTS 


PRIMER 
WALKTHROUGH 
MAIN QUESTS 


sine QUESTS 


IMENTORY 


ATELY & 
ANALYSIS 


MA 
<THROUBH 


e THE DEAD 


DUNES 


97 


Floor 4 


Floor 5 





R] Head west to activate the Golden Chamber teleport position by 
interacting with the Cactuar Statue, then take a deep breath and 
head south to fight the Earth Eater blocking the route to the floor below 
When the battle ends, collect the Pilgrim's Crux and drop through the 
hole to reach the bottom floor 


B On Floor 5, head straight for the device to open the triggered door 
in the large chamber to the west. While you can use the newly 


opened path to reach the mural, we suggest a slightly longer route to 
deal with a few other things first. Climb the ladder to reach an otherwise 
inaccessible area of Floor 4 


T Speak to Nolan to formally begin the “What Rough Beast 
Me™) Slouches” side quest (see page 135), pick up the nearby 
collectibles, then climb the steps to hop over the fence 


U You can now unseal the door to the northwest with a Pilgrim's 
Crux. This opens the path between the Temple Ruins South Gate 


4-5: The Holy Clavis 


Y| Completing chapter 4-5 will cause Fang to leave Lightning's side 
as a permanent Dead Dunes ally, which puts you at a disadvantage 
if you have yet to complete certain secondary quests, or if you intend to 
hunt the powerful Earth Eater to extinction. That said, the rewards for 
bringing the Dead Dunes story to its conclusion are fairly noteworthy. 


To face the final boss battle, interact with the door just north of the 
Sacred Gate teleport location. Once inside, organize and optimize your 
Schemata for the forthcoming battle (see page 168), then head north to 
the waypoint and interact with the decorative clock 
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and this position but, more importantly, provides access to the Ruins 
South Gate teleport destination via the Cactuar Statue just outside 
Activate this incredibly useful shortcut immediately 


To conclude the most demanding part of this chapter, head to the gallery 
to the east 


Use a Tablet with the device to view the mural. Collect the Crux 
!| Tip from in front of the entrance once the cutscene ends 


w) The final step of chapter 4-4 is to retum to the Sacred Gate; you can 
J| obviously use the Ruins South Gate Cactuar Statue to teleport there 


[x] Head to the waypoint marker via the newly opened corridor to 
reach a room where you can use the final Tablet to view a third 
mural, Collect the Crux Base after the cutscene, and the parts collected 
so far will be automatically assembled to form the Saint's Crux: the key 
to the final battle of the Dead Dunes storyline 


After the battle and its closing cinematic, you obtain your rewards: HP 
+540, Maximum ATB +10, Strength +28, Magic +56 and Recovery Item 
Capacity +1. Examine the item to the left of Lightning when you regain 
control to acquire the Preta Hood: a specialist accessory that you might 
not see a need for now, but which proves useful for strategies against 
certain unique opponents. 


For a little additional story information, you can speak to Fang before 
you depart 





r / THE FINAL DAY 


The concluding chapter of Lightning Returns begins once you complete all five of the main quests, and reach the end of your available days. One 
important detail to note is that there is no passage of time in this final section of the adventure — and, therefore, no penalty for the use of Escape, or a 
need to manage your minutes with Chronostasis. This means that you can simply abandon fights that go awry, and invest more EP in abilities that enable 
you to secure clean victories (particularly Overclock). 


The Final Day can be a real shock to the system at first, with a new batch of enemies exclusive to this closing dungeon. As you adapt your strategies and 
equipment to suit each scenario, though, you will soon find that it isn't actually as brutal as it might initially seem. In the event that you simply cannot 
cope with the denizens of this area, refer to the Bestiary for assistance. 


When you gain contro! of Lightning on the Ark after watching the opening Final Day cinematics, open the treasure box to gain five Silver Malistones, 
then speak to Mog if you need to shop with him. Use the Warp Device, then confirm that you wish to begin the Final Day when the prompt appears. 





Holy District & Luxerion Cathedral k 






The Extra Day 


If you have completed a high number 
of quests by the end of Day 12, you will 
unlock a special 14th day, occurring 
between Day 12 and the Final Day. The 
Ultimate Lair is available for exploration 
in the Dead Dunes during this extra day. 
For information and guidance on this 
optional challenge, see page 65. 
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LIGHTNING RETURNS. 






BESTIARY PAGE 











































ND e Slow to delay er, use magic attacks, physical atta T e enemy is pe an actio 156 
Cathedral Sentry e the Thorn of Aggression to pre 210 
Neela Weak t 77 
Wendigo Weak to Fire-elemental abilities 177 
Sugriva “ E , : , : - : : 8 
Set Perfect Guard the enemy's horizontal swipes to stagger or take it out quickly with buffed physical attacks 158 
e phy ttacks for da casting to build Stagger Power. Faith Feeder and the Preta m 
Arcangeli : im PE 63 
10 ey ylety 
Chimera Overclock aggressively, especially after you induce a weakness to Ice-elemental abilities with Imperil, Poison is very effective if 166 
persistently refreshed. Use Jump setups (see page 291) to stagger 
You can shop with four merchants at Cathedral Plaza, though you The Anubys monster variety, now at its maximum strength, appears 
} should ideally be well prepared already. If you climb the ladder to in twos or even threes outside the cathedral. Fights against trios 
g g 
reach the top of the scaffold just beyond the first two salesmen, you will can be a little unpleasant, so feel free to press on to the cathedral 
also find an Adventuring Essentials vendor. He sells Libra information for Approach the sentries at the closed doors to trigger a cutscene and, after 
that. a fight against four Cathedral Sentries (Bestiary page 210) 
available for the usual negligible 
obtain Rec $ 


Mrt 








ES — 
(e (Samurai'sComb 
si(LibraiN ates) 


[D] In the corridors beneath the cathedral, you have a host of new 
opponents to deal with. The Neela, Wendigo and Set enemy 
varieties are moderately challenging, while an encounter involving a 
Sugriva can be a slog unless you use an efficient strategy. The Arcangeli 
can be something of a wake-up call for players who are ill-prepared 
Refer to the Possible Enemy Encounters table for help 


There are three treasure spheres to loot in dead ends during the 
(otherwise linear) journey to God's Sanctum to the east. 


GOD'S SANCTUM 


[3 On arrival at the room highlighted by a waypoint marker, you will 
find Fang fighting a Chimera. Prepare your Schemata (Bestiary 
page 166), then dive into the fray 


Once the battle ends, Fang joins the party and will fight alongside 
Lightning... but only until just after you open the door marked by the 
same waypoint as before. You can use this advantage to farm the 
Arcangeli, Neela, Wendigo and Sugriva to near-extinction in your 
current area, though you cannot face their Last Ones until a little later 
The Set enemy variety is just like the Anubys: it has no Last One, and 
is functionally boundless. That said, the ease of fighting them means 
that you can always profitably farm them for EP. gil and their item drops 
When you are ready to move on, interact with the door at the waypoint 
marker to continue. Keep the pad close to hand, as a quick battle with 
two enemies of the Set enemy variety begins directly after the cinematic. 


E After a sequence of momentous story developments, play 
L resumes in the God's Sanctum area. Take a few steps down the 
stairs, and a cutscene will show the arrival of Mog. After this, a brief 
explanation of the Four Trials and Door to Creation will appear. If you are 
in any doubt: it categorically, absolutely makes sense to complete the 
Four Trials before you open the Door to Creation. 


Mog, positioned to the left of the Door to Creation, offers a small 
selection of staple Recovery Items at their standard prices. You can also 
use the Synthesize Abilities option to take advantage of all the features 
you would expect of a standard Sorcery Shop. Once you have availed 
yourself of his services, you should start on the Four Trials. 


The doors to the northwest, northeast, southwest and southeast of 
the God's Sanctum area all lead to linear routes where you fight three 
preset battles (and either engage or avoid random monster spawns) 
in order to reach a treasure sphere containing an advanced elemental 
spell. Completing the Four Trials leads to the additional reward of the 
Ultima Weapon and Ultima Shield. There are a few details of note that 
you should know: 


* First things first: you can only have one Trial in progress at once. After 
you commit to opening a door, you either see the challenge through 
to its conclusion, or reload a prior save to try another. However, as 
you can leave and shop with Mog for Recovery Items at any time, or 
farm the uncomplicated Set enemy type for EP. it's actually possible to 
complete all of them with a "brute force" approach. 


Each linear pathway has three potential fixed enemy encounters (one 
per main room) and random monster spawns in the corridors between 
the main rooms. The monsters that spawn are purely optional: your 
only priority is to defeat enemies that block closed doors. 


In the event that you have already eliminated a species appearing in 
a fixed encounter and defeated its Last One earlier in the adventure, 
you obtain a bye, and the right to stroll through that door with a 
satisfied smile. 


After all three mandatory encounters are over, you can reach the end 
of the linear route and open a treasure sphere to acquire an ability. 
After appropriating a reward from the sphere, leap over the nearby 
balcony to return to the main God's Sanctum hub. 


* Complete all Trials, and you can claim the Ultima Weapon and Ultima 
Shield at the center of God's Sanctum. 


Altar of Judgment: 

* Apocalyptic Vista: Oerba (FFXIII & FFXIII-2) 

* Ability: Chill 

* Fixed Encounter #1: Arcangeli x2 (Bestiary page 163) 
* Fixed Encounter #2: Goblin x5 (Bestiary page 175) 

* Fixed Encounter £3: Zomok (Bestiary page 190) 


Altar of Birth: 

* Apocalyptic Vista: Valhalla (FFXIII-2) 

* Ability: Tornado 

* Fixed Encounter #1: Set x2 (Bestiary page 158) 

* Fixed Encounter #2: Goblot x10 (Bestiary page 157) 
* Fixed Encounter #3: Cyclops (Bestiary page 164) 


POHTNING RETVONS- 


— 


Apocalyptic Vista: Hanging Edge (FFXIII) 

* Ability: Flare 

* Fixed Encounter #1: Meonekton x2 (Bestiary page 159) 
* Fixed Encounter #2: Gremlin x8 (Bestiary page 172) 

* Fixed Encounter 43: Chimera (Bestiary page 166) 


Altar of Atonement: 
* Apocalyptic Vista: Eden (FFXIII) 
* Ability: Surge 


* Fixed Encounter #1: Sugriva x1, Neela x3 and Wendigo x3 (Bestiary 
page 177 & 187) 


* Fixed Encounter #2: Ectopudding x2 (Bestiary page 184) 
Fixed Encounter #3: Earth Eater (Bestiary page 198) 


Before you even approach the Door to Creation leading to the 
L S final battle, a few words to the wise. The monsters exclusive to 
the Final Day — the Sugriva, Neela and Wendigo that all belong to the 
same taxonomy (with a single Last One for all three), the Arcangeli, and 
the Chimera — must be eliminated, and their Last Ones slain, in order to 
complete the (otherwise impossible) "Last One Standing" side quest on 
a New Game» playthrough. 


When you are ready to continue, consult page 218 of the Bestiary for 
guidance on your battle strategy and setup. Though the final boss battle 
tends to start promisingly, it can become incomprehensibly difficult 
when you reach its fourth stage without appropriate preparation and 
strategies. For gifted players, this can be a demanding (and frustrating) 
twenty-minute grind. With the same players granted the advantage of 
insider knowledge, the confrontation can become much shorter and less 
complicated — and, with practice, last no more than a few minutes. 


The final boss has three potential item drops, but the most attractive of 
these — the Double Deity, a double-bladed weapon (see page 229) — has 
a mere 596 drop rate. If you want this reward, you will need to equip the 
Beggar's Beads accessory into your Schemata build and ensure that you 
make a separate save to try again in the (very likely) event of failure. 


Completing the story for the first time unlocks the New Game+ game mode 
and the Hard difficulty level, plus a whole new level of potential ability 
and (entirely new) equipment upgrades. Consult the Extras chapter (see 
page 314) to weigh up your options for a second playthrough. 


You may have seen the storyline to its conclusion, but until you have 
stood at the threshold to the Door of Creation on Hard and thought... 


"This shouldn't take any more than five minutes!" 


then you really haven't finished the game yet. 





* MAIN QUESTS 


* THEFINAL DAY 


103 





104 





SIDE QUESTS 
CANVAS OF 
PRAYERS 
BESTIARY 


INVENTORY 


STRATEGY & 
ANALYSIS 


ULTIMA 
WALKTHROUGH 
EXTRAS 


INDEX 






















Unlike previous episodes in the Final Fantasy XIII trilogy where side quests were generally served as 
entremets, diverting mouthfuls subordinate to the central storyline meal, your success in Lightning 

_ Returns is actually determined by how you consume its vast range of secondary objectives. Not only 
Masi do side quests contribute more attribute boosts in total than main quests and Canvas of Prayers 
E: ' quests combined, your progress in these tasks can enable Lightning to unlock one additional day 
p | featuring an (entirely optional) unlockable dungeon with a host of special challenges and rewards. 


Though your progress in main quest chapters (An drives the story forward in more direct and 
appreciable ways, you will spend the vast majority of your time in Nova Chrysalia solving problems 
and granting wishes for surviving residents in the four regions of this dying world. The purpose of 
„ee this chapter is to document all of these unique storylines, from their basic requirements to final 
| rewards, which we have arranged in the order that eC might expect to encounter them. 
TR 
You can certainly use this ter on its own às a source of occasional reference, should you wish, 
but we would strongly suggest that first-time players consult the companion Walkthrough chapter 
to learn how to judiciously group specific tasks, obtain advance warning to avoid failing quests with 
time or condition constraints, and cut down on needless travel time. 

et? 
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SIDE QUEST OVERVIEW 


DIFFICULTY 


Whither Faith Jo 
er M 


The Thing She's Lost | yx jc yr 


Soul Seeds oto 
BornfromChaos (Yi Ye yr 
Stuck in a Gem — 
Dying Wish kkk 
Suspicious Spheres | J c yy 
—— XXxx 
Treasured Bali — Acc 
Buried Passion ze 
Like Clockwork =e eye 
Get the Girl tee 


The Saint's Stone — Ye ye 


The Avid Reader ox 
— Who Cried x * * 
oa Ikk 
A Rose by Any Other 

Name 

TheAngelsTears Je ze vir 


AVAILABILITY 





| From 21:00 to 23:45 on Day 1 only 


From 21:00 to 06:00 on Day 1 only 


After main quest chapter 1-2; from 
21:00 to 06:00 on subsequent days 


After main quest chapter 1-2 on Day 1 


After main quest chapter 1-2 on Day ! 


| After main quest chapter 1-2 on Day 1, 
and from 15:00 to 03:00 on every day 
thereafter 


From Day 2, between the hours of 
06:00 and 22:00 


| From Day 2, between the hours of 
| 08:00 and 17:00 
From Day 2, between the hours of 
10:00 and 15:00 


| From 10:00 to 20:00 daily 


Complete main quest chapter 1-4; 
available between 10:00 and 19:00 


Complete main quest chapter 1-4; 
available between the hours of 08:00 
and 18:00 thereafter 


Complete main quest chapter 1-5; 
available between 00:00 and 06:00 


Complete main quest chapter 1-5; 
available from 22:00 to 06:00 


Complete main quest chapter 1-5; 
available from 05:00 to 23:00 


Complete main quest chapter 1-5 


Complete main quest chapter 1-5 


Ye He Fe | Complete main quest chapter 1-5 


Between 16:00 and 21:00 


To Save the Sink Kk Bedenker gren 


Pc WHITHER FAITH 


From 21:00 to 23:45 
| on Day 1 only 


SN 6 


e Scholar's Glasses 


"The Avid Reader” 











80 


120 


80 





30 | 








LUXERION 


10 


4 


J 2 
l- 





Walkthrough 


@ o0 
















6 800 | Scholar's Glasses 


300 Railworker's Cap, Railworker's 
Beret 
3 100 | Carbuncle Figurine 


| 


Ip 








10 6,000 | Brigand's Tricorne Pendragon ©) 
12 | 1,600 e = | 
4 - | Tonberry's Lantern 
| 
2 | 300 We ire's Mustache | = | 
$ | 
200 | Gold Medal 
a | 100 sten age Pilot's Badge | E 
i 
4 1,300 | Black-rimmed Glasses 
8 | 1200 | Brass Gear = 
8 | 1,500 | Exotic Shades - 
4 900 | Dull Grudge Knife 
4 | 500 ehe | - 
400 | Halo 
12 | 3200 thn tn po 8 





8 | 2,400 | Crystal Tear 


4500 - | Dark Knight (88) 


10 








* This is the opening quest on Day 1, and is covered in the Main Quests chapter (see page 71). Though unlikely, failing to 
accumulate and deliver a sufficient number of clues and witness statements to the Inquisitor before 23:45 will cause 
Lightning to fail the quest and forgo its rewards. 


Jc WHERE ARE YOU, HOLMES? 


From 21:00 to 06:00 
on Day ! only 





Kk THE THING SHE'S LOST 


Complete chapter 1-2 
of the main quest; 

from 21:00 to 06:00 on 
subsequent days 





T ® w 
IG Carbuncle Figurine 





XXX SOUL SEEDS 


After main quest 
chapter 1-2 on Day 1 


Rewards 














INA 


NORTH STATION PLAZA 


Walkthrough 
* Talk to Thorton at the entrance of the North Station, then speak to 
Holmes on the west side of the plaza outside North Station. 


* Lead Holmes to Thorton inside the station, then interact with the latter. 
Completing this quest while "Whither Faith" is active will automatically 
contribute a valuable witness statement to the ongoing investigation, so 
you should complete it as soon as Thorton appears, 


NORTH STATION PLAZA & OLD TOWN 


Walkthrough 

* Speak to Dolce: she's the little girl to the right of the entrance to North 
Station. On Day 1, she will not appear until you have completed chapter 
1-2 of Luxerion's main quest. 


Dolce has lost a Green Carbuncle Doll, which she believes to have been 
consumed by the Chaos. This can be found in Old Town, a district located 
to the southeast. Collect it from the boxes found in front of the Forge, 
then return to her to collect your reward. 


* Asa point of interest, you can find a Red Carbuncle Doll by the south 
wall of the Inn outside North Station. Collecting and delivering this 
plush toy to Dolce instead of the Green Carbuncle Doll will cause her 
to become hysterical, leading to the failure of the quest and loss of all 
potential rewards. 


ARCADE 


Walkthrough 

Speak to Baird in the Arcade district (you will see him standing by a 
pillar to your right when you arrive from the Residences), and you will be 
given the option to purchase a Seedhunter Membership Card for 2,000 
gil. Though this may seem expensive early in the story, you will almost 
immediately recoup most of the balance of this payment on completion 
of the quest. 


The second stage of this quest is to obtain at least one Soul Seed, 
which requires that you enter a Chaos Infusion (see page 313). These 
bubbles of Chaos appear throughout Nova Chrysalia, and there will be 
one directly to the south of Baird if you complete this quest on Day 1. 
Enter its boundaries, read the tutorial, defeat the monster, collect the 
Soul Seeds from the floor afterwards, then return to Baird to sell them. 


A 
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Jc BORN FROM CHAOS 


Availability 


After main quest 
chapter 1-2 on Day 1 


Rewards 








Jc STUCK IN A GEM 


After mam quest 
chapter 1-2 on Day 1, 
and from 15:00 to 03:00 
on every day thereafter 





Rewards 





Jcok DYING WISH 


From Day 2, between 
the hours of 06:00 and | 
2200 
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WAREHOUSE DISTRICT 


Walkthrough 

Speak to Solandra in the Warehouse District to begin this quest. If you 
attempt to enter the Warehouse District via the path from the south, 
she will intercept Lightning and offer the quest automatically. If you 
approach from the north, she will be positioned closer to the center of 
the district. 


To complete the quest, you must defeat the Zomok (Bestiary page 190) 
inside the Chaos Infusion in the corridor that links the Warehouse 
District with the south of the city. This monster is far too powerful 
(especially in its Chaos-augmented form) for Lightning on the opening 
day of the adventure. 


If you follow our suggestion to dedicate Day 2 to extensive exploration 
and quest completion in the Wildlands (Walkthrough chapter, page 57), 
you may just be equipped to deal with this foe from late that evening, 
and more so with every day that follows. 


Once the Zomok has been defeated, return to Solandra (who will be at 
the end of the North-South Corridor where you first encountered her) 
to deliver the Cursed Dragon Claw and collect recompense for your 
services. 


PILGRIM'S PASSAGE, WARREN & OLD TOWN 


Walkthrough 

Speak to Gem: the cat found in the small area just off the Pilgrim's 
Passage (the path that runs from South Station to the Holy District and 
Pilgrim's Causeway). 


You can only complete this quest during the hours that the Warren is 
open (00:00 to 06:00). Go to the Wall of Joy area (in the southeast of 
the Warren — head for the district's General Store) to find Rubrio. He 
can mix up a batch of Starlit Spice, but requires two Niblet Hairballs to 
do so. Hand over the ingredients to obtain the potion. This object sends 
the group of five cats surrounding Ronan into a frenzy. If one of these 
should make contact with Lightning while she is carrying Starlit Spice, 
the object is lost, and you must return to Rubrio to obtain another dose. 


Ronan's human body can be found in Old Town, just south of the local 
merchants. Save your progress just as you leave the Warren, move 
close to trigger a cutscene, then turn tail and flee as the cats approach. 
Moving within very broad proximity of Ronan makes the cats dart out in 
various directions, so reaching him — and tapping @/® purposefully 
to complete the quest — is a matter of picking a path through them. An 
almost foolproof method is to immediately backtrack to the entrance to 
the Warren, climb the ladder on the opposite side of the wall, then jump 
over the cats from this position and sprint to Ronan. Err on the side of 
Caution: the collision detection here is heavily weighted in favor of the 
Cats, so you really need to pay them a wide berth, 


LUXERION 


Walkthrough 

Speak to Blythe on the steps between the Residences and the 
Commercial District between 06:00 and 22:00 to begin. After accepting 
this quest you must obtain three ingredients and deliver them to the 
Chocobo Emporium in the Commercial District during its opening hours 
of 11:00 to 17:00. 


Purchase the Shaolong Gui Shell for 600 gil from Seger in Old Town, just 
over the street from the Forge 


The Mandragora Root can be purchased for 400 gil, from 10:00 to 
19:00 from a special store (marked as a “Grocer”, just as the adjacent 
permanent merchant is) just east of the Inn found close to South Station 


The Thunderclap Cap is found on the west side of the Warehouse 
District. It is a glowing blue fungus that you can collect by interacting 
with it. 


Head to the Chocobo Emporium at any point during its designated 
opening hours and hand over the ingredients to obtain the Spectral Elixir, 
then take it to Blythe to complete the final objective. 


LIGHTNING, RE is. 
INAL N T A B Ye XM 


%& sk SUSPICIOUS SPHERES LUXERION (WEST) 





Walkthrough 
* Speak to Virgil in the Residences area to begin, and return to him after 





From Day 2 onwards, : 
between the hours of all three Treasure Spheres have been opened to claim your rewards. 
| 08:00 and 17:00 Each sphere contains Libra notes for potential opponents, which 


automatically reveal their strengths and weaknesses. 





The first suspicious sphere is right next to Virgil, and contains the 
“Prophecy of the Future” Libra notes for a forthcoming major enemy 








encounter. 
q SIDE QUESTS 
39 Millionaire's * The second sphere is in the Warehouse District, at the north end of the T 
` Mustache road that runs parallel to the Arcade. It contains the Cathedral Sentry ANVAS 
| Notes, which provide Libra information for optional combat targets in AVER 
| Luxerion: the guards that you can fight with by hitting them repeatedly. 
| — 
5 * The third sphere is north of the Canvas of Prayers outside South 
Station, and contains the Fanatic Notes, data pertinent to your primary 
opponents during Luxerion's main storyline. 
— LK 
| 
Kok FASTER THAN LIGHTNING LUXERION (NORTH) 
| From Day 2 onwards, * Catch up with Lamont (the child running around with a flag attached to 
boren t RON his back) and interact with him to begin the race. YUSNAAN 


| of 10:00 and 15:00 


Lamont will only reveal the location of the finish line once the race 
begins. This is either North Station, or the north entrance to the Forsaken 
Graveyard, in the area with a phone booth. Jump over the barriers 
leading from the Residences to the Commercial District, sprinting for 
the majority of the journey, and you will easily reach either finish line 
before Lamont. A brief performance of the classic Final Fantasy battle 
victory music will play when you come in first place. Wait for him to 
arrive to claim your rewards. 


Rewards 








XX TREASURED BALL SOUTH STATION PLAZA 


Walkthrough 
Speak to Talbot, the young boy north of South Station to learn that he 
has lost his Rubber Ball. This can be found on a platform almost directly 
above him; leap from the adjacent walkway to reach it. You may even 
pick this item up (it appears as a standard “shining” collectible) before 
you meet him. 





Availability 


| From 10:00 to 20:00 
| daily 






Note that Talbot may not be present throughout the specified timeframe: 
this is simply the window where he can appear. Don't worry overmuch 
if you miss him, as you are sure to meet up with him and complete this 
simple quest on one of your many trips to Luxerion. 
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%% | ED PA N WAREHOUSE DISTRICT/THE RESIDENCES & OLD TOWN 


Walkthrough 


* Armand appears from 1 
























00 every day in the Reside 


t of the path that leads sout 





Complete main quest 





LUXERION 









between 
of 08:00 and 


thereafter 


Walkthrough 


* Armena appears in front of North Station from 
08:00 to 18:00. Once you accept the quest, there 
are thirteen clocks to check. To do so, travel to each 
site marked on the accompanying map, align the 
camera to face the clock with Lightning in relatively 
close proximity, then press ®/@. 


* There are two clocks that may cause momentary 
confusion. At North Station after accepting the 
guest, stand well back and look at the clock face 
above the entrance to the station. To check the time 
in the Clock Tower area, interact with the board to 
the north. 


ES VE S" 








KX GET THE GIRL 


WARREN & FORSAKEN GRAVEYARD 








| Complete main quest | 

| chapter 1-5; available 
between 00:00 and 
06:00 













Rewards 


80 EN 4 
4 @ 1,500 | 
Exotic Shades 





v] 





Walkthrough 


* Speak with Lackley, who can be found in the Wall of Wealth area in the 
southeast of the Warren. 


* The quest accepted, travel to Yusnaan and visit the Banquet of the Lord. 
Speak to the Maitre D', then show him Lackley's Ring when the prompt 
appears. 


* Return to Lackley's position in the Warren and attempt to speak to 


him. After Seila's intervention, travel to the east side of the Forsaken 
Graveyard to meet with her. 


CATHEDRAL & WAREHOUSE DISTRICT 









Complete main quest 
| chapter 1-5; available 
| from 22:00 to 06:00 








| Paladin ($8), 
L Service Entrance 


* Key (63) d 





tee THE AVID READER 








Availability 


| Complete main quest 
| chapter 1-5; available 
| from 05:00 to 23:00 


at 


S 
Y 
4 






4 
900 
Dull Grudge Knife 











Walkthrough 





Walkthrough 

* Speak to Aremiah outside the entrance to the Holy District to begin the 
quest, then travel to the northeast comer of the Warehouse District 
to find the required object. When you arrive at the correct position, 
approach the collection of boxes to trigger an automatic cutscene, then 
smash the boxes and collect the objects on the ground. 


Take the Crystal Shard back to Aremiah to complete the quest. The 
Service Entrance Key enables you to unlock a small door just inside 
Cathedral Plaza. Head to the waypoint inside the Cathedral between 
22:00 and 06:00 to speak to Vanille. 


LUXERION 





Speak with Ranulph at his customary table at a café south of the Clock 
Tower area to begin this special quest. 


The next step is to speak to Mitka in the Commercial District; you can find 
her standing on the north side of the street, to your right as you approach 
the Residences area. She appears from 05:00 to 01:00 every day. 


After you obtain a lead from Mitka, your next destination is the Warren 
to meet with a man in the far southwest of the area. If you enter the 
district from North Station, you will encounter him in front of a shack 
before you reach the ladder leading to the lower areas of the district. 
Ask him about the journal to obtain a new objective. 


Stop off at the Banquet of the Lord on your next visit to Yusnaan to 
speak to Erine; show her Reddick's letter when prompted. After the 
conversation ends, you reach a critical point in the quest. When you are 
asked if you wish to read the journal, we strongly advise that you select 
“Yes”. This will cause you to fail “The Avid Reader” quest, but enable 
you to unlock the more rewarding “To Save the Sinless”. You cannot 
complete both quests on a single playthrough. 


If you choose not to read the journal, return it to Ranulph to conclude 
this storyline prematurely and cash out, so to speak, with the less 
noteworthy rewards available for this quest. 


NS.RETYONG: 
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Kk THE GIRL WHO CRIED WOLF 


| Complete main quest 


chapter 1-5 














LUXERION 


Walkthrough 

* This is one of the few quests that you can fail, as it has a very specific 
time limit. Fail to complete each step within 24 hours of the previous 
one, and you will forgo its rewards and Eradia bonus. 


After you complete chapter 1-5, the telephone outside North Station 
will ring constantly until you answer it. Doing so will commit you to 
accepting the quest, and set events in motion. Failing to answer the 
phone at all within 24 hours will lead to failure. 


After the first conversation with Louise, you must answer the telephone on 
the east side of the Forsaken Graveyard within the next 24 hours (the same 
phone booth, if you recall, that featured in main quest chapters 1-2 and 1-3). 


Your next destination is the phone booth next to South Station within 
24 hours of the previous call. Following the cutscene that ensues once 
you answer this, there is nothing more that you can do until the Warren 
opens at midnight. 


Once inside the Warren. Louise is located on the southeast side of the 
district, a little way east from the General Store. Approach Louise to 
witness her kidnappers scatter, then speak with her to end the quest. 


If you fail to complete any of the above steps in time, you will find a 
crime scene in Old Town on the next day. 


LUXERION 


Walkthrough 

* After you complete chapter 1-5, certain NPCs in the city will talk about 
ghosts if you speak to them, which will automatically trigger the quest. 
However, to advance to the next stage you must speak to all four of the 
citizens (three Residents, one Officer) that appear on the accompanying 
map between the hours of 06:00 to 18:00. 


* The ghosts can then be encountered in the positions shown on the 
accompanying map between 00:00 and 04:00: one close to North 
Station, another by the monument on the west side of the Forsaken 
Graveyard, and the third by the north face of the Clock Tower. Speak to 
each one in turn to hear their stories. 


The Phantom Rose that you obtain from Myka is required to complete 
"A Rose by Any Other Name" 


WARREN 














Complete main quest 
chapter 1-5 


Walkthrough 
° Bee ee AM MU tee ee 
to 





Kk THE ANGELS TEARS 


Availability 


Between 16:00 and 
21:00 


Rewards 





KX TO SAVE THE SINLESS 


Availability 


After reading 
Ranulph’s Journal 
during “The Avid 
Reader” 





Rewards 
© vo B 10 
Sy 12 © 4500 


g Dark Knight 











SOUTH STATION PLAZA 


Walkthrough 


* To begin, speak to Luka close to the entrance to the South Station. This 


quest requires that Lightning return to interact with her on a further 
three occasions, each one on a separate day. Lightning must pay a 
nominal sum of gil in an attempt to employ the girl's unique service 
on each occasion, but this is never a huge amount. The highest total 
is on the fourth and final conversation, which costs 1,200 gil. At the 
conclusion of the quest, after the standard rewards are given, Lightning 
is reimbursed all her expenses, in addition to the usual monetary bonus. 


Due to the requirement to visit Luxerion on multiple days, we suggest 
you combine your daily visits to Luka with trips to speak to Armand for 
the “Buried Passion” quest. 


LUXERION 


Walkthrough 

This special quest is only available if you choose to read Ranulph's 
journal after collecting it during “The Avid Reader” side quest. and then 
subsequently retum the book to him. 


The quest formally begins after the cutscene that ensues when Lightning 
hands over the journal. The only lead is a clue that a local reporter might 
be able to help. This is none other than Armand, the main subject of 
the “Buried Passion” side quest. You must complete his quest, which 
requires that you visit and interact with him on three separate days, 
before you can continue with “To Save the Sinless". 


Once “Buried Passion” has been completed, visit Luxerion to speak to 
Armand on a subsequent day. He will request a favor, which necessitates 
the completion of one of two specified quests: “Born from Chaos” in 
Luxerion, or “Fuzzy Search” in the Aryas area of the Wildlands (see page 
123). Once you have wrapped up either one, return to Armand — or speak 
to him immediately if you have already met the requirements. 


Your next task is to speak to Reddick in the Warren (only accessible from 
00:00 to 06:00). After Lightning converses with him, return to Ranulph at 
the café close to the Clock Tower at any point between 05:00 and 23:00 
to complete the quest. 


PET YONG 


* SIDE QUESTS 


* LUXERION 
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NC 
Family Food XXX | From Day 1 | 120 | 8 | 4 | 150 | Chef's Hat | 
Free Will Fe He | From Day 1 | w | 8 | 2 | 4500 | Summoner Mask Pus 
—* Xo From Day! | 120 | 8 | 12 | 3800 | Scholars Mortarboard 
| Play It for Me XxXX | From 1:00 10 1800 dai | | «| 4 s janne TAL ire SA E j 
| Songless Diva XXX | From 11:00 to 19:00 daily |j 6 1400 | Queen's Mask - 
Stolen Things | Ah fom 200040 daly |e| 2] 4 " "IN | — sani] 
Adoring Adornments XXM- — ver vegt 140 | 8 | 12 | 5000 | Carnival Mask 


Fireworks ina Boule yv ee four Ta and OLO | £ | | 3 EIL " T 


Fireworks for a Steal * ok During the events of main quest chapter 2-2 | 80 8 | 4 | 1,300 | Vanguard Headdress 




















The Fighting Actress xxx a 80 6 | 
| | Dark Devil Ears, Dazzling 
Death Safari ok Complete main quest chapter 2-1 80 8 4 jum Devil Ears, Pure Angel Ears, | Death Game Ticket (3) | 
| | | Cautious Devil Ears | 
| E ee Ie i 
Death Game | e He | Complete “Death Safari” | 120 " 12 ul 
| Complete main quest chapter 2-3; 
tn HAA | available from 11:00 10 1858 
| Complete main quest chapter 2-3; 
* Akk available from 11:00 to 03:00 
Complete main quest chapter 2-3 and 
| Adoring Candice — | A A ye | “Adoring Adomments”; available from 4 | 400 | Hs 
19:00 to 03:00 





| Tanbam's Taboo ox sedi ton RAE 
Xo FAMILY FOOD 


Availability Rewards 








| From Day 1 
| | 
| 
|| 
Walkthrough 
* Speak to the proprietor of Seedy's Restaurant in the southwest of tais aS E 1 * j 
the Glutton's Quarter, then select “Yes” when he offers Lightning a LM RAD DV s p: iheiSchrdinger 
deep-fried Niblet Hairball. fih Ela vor SM peciesiisyextinct) 
~ o 
* Your first task after formally accepting the quest is to locate Gordon a € d 


Gourmet. He can be found seated at a table in the Banquet of the ; SChradinger 
Lord. He requests that Lightning eat at six restaurants in the Glutton's f- 
Quarter. This requires a little expenditure (170 gil per site if you 
prudently choose the cheapest option every time, which you naturally 
should), but the quest rewards will make up for this initial investment. 


* All six restaurants are marked on the in-game map and on the 
accompanying map. Once you visited them all. return to Gordon 
Gourmet. 


* When the conversation ends, travel to the nearby Central Avenue 
to fight the Schrodinger. Take the Civet Musk back to Gordon, then 
deliver his recipe to Seedy’s, Finally, present the Steak a la Civet to 
Gordon Gourmet to complete the quest. 





- 


took FREE WILL 


Availability 


From Day 1 


© 140 12 
Ss a * 4500 


QO Summoner's Mask 


f$. Blue Mage 


Walkthrough 


* in the Reveler's Quarter, just past Fountain Square, speak to the two 
Diviners to begin this quest. Your first objective is simply to retum to 
them on the following in-game day, at any point between 06:00 and 
17:58. However, if you fail to speak to Diviner Il before the end of that 
period, you will fail the quest 


* |f you follow the instruction (or is it a command?), Diviner Il will ask 
Lightning to collect three Desert Flames. You can find a “free” Desert 
Flame in the nearby Underground Route, close to the gate that you 
unlock at the end of main quest chapter 2-1 


* Find the Elegant Gentleman opposite the Inn close to the entrance to the 
Augur's Quarter, then smash the nearby crates to obtain another Desert 
Flame. You can then speak to the NPC and obtain 6,000 gil by handing 
one of them to him 





PGHTNING FET YON: 


A merchant outside Yusnaan Station, introduced during this section of 
the side quest, will sell up to three Desert Flames for 2,000 gil each. You 
only need two to advance Free Will 


After you deliver the Desert Flames to Diviner Il, his final task 
for Lightning is to hunt the Niblet enemy type to extinction. This 
requires that you eliminate 120 Niblets in total, plus the Last One of 
their species. Completing the Death Safari side quest accounts for a 
Quarter of this number, and the frequency of their spawns in Luxerion 
and the Wildlands means that most players with a steady appetite 
for combat will be close to the total by no more than Day 4. If not, 
don't feel unduly concerned: in the later days of the story, Niblets 
appear in huge groups. 


* SIDE QUESTS 


* YUSNAAN 


tae 


‚EE, 


Xe A TESTING PROPOSITION 


From Day 1 120 12 
— 8 3,500 

Scholar's 

Mortarboard 


I Nektar of the 
Gods Q 





Walkthrough 


* This quest is quite lengthy, and requires that you 
surrender a Recovery Item slot to complete its 
objectives. 


* Approach Alchemist Velno in her booth to the left of 
the Slaughterhouse entrance to trigger a cutscene 
Afterwards, speak to her to begin this multi-part 
quest. If you do not have a free Recovery Item slot, 
you will need to sell or discard an item to accept 
her commission. (This applies to all equivalent 
moments in this quest ) 


* Once you have the vial of Nektar, you must keep it 
until you fight a battle where Lightning obtains at 
least one status ailment. Be sure that you switch 
to a Schema without an innate resistance to status 
ailments (avoid Passion Rouge, for example) or any 
item or potion that confers status effects such as 
Shell. Once Lightning has succumbed to an ailment, 
open the Pause menu, then select the Nektar from 
the Recovery Items menu. You can then return to 
Velno at your convenience to have Lightning report 
her findings. 


* Alchemist Veino will create a new potion, Nektar 
Mk Il, which you need to use while Lightning is 
suffering from the Poison status ailment. The easiest 
way to acquire this is to take a passive approach to 
combat with a Goblot in the Dead Dunes, though a 
Gorgonopsid's Virulent Breath attack will also suffice 
on the Normal Difficulty level and above. 


* After a third consultation with Velno, you will 
obtain Mirakle Nektar — a potion that you must 
drink while afflicted with three or more status 
ailments, This is a little trickier than it sounds. Your 
best bet is to go passive in a fight against a Triffid, 
Meonekton, Gorgonopsid, Gurangatch or. outside 


Jc PLAY IT FOR ME 


From 11:00 to 19:00 


daily 













SLAUGHTERHOUSE 








bet, a Gaunt: once again, ensure that Lightning is not equipped with anything that might increase her resistance levels 
For those playing on Easy Mode, the general reluctance of enemies to use status ailments during the first six days is a 
problem. Your best bet is an Earth Eater in the Dead Dunes, as their "| don't feel so good" attack should have the desired 
effect. The only issue is, you then have to defeat them afterwards. The final Wildlands boss is also an option if you have 
yet to conclude the local story. 


* The last step is to retum to Alchemist Velna and accept her finished potion: Nektar of the Gods. Enter a Slaughterhouse 
battle during its opening hours, then drink the concoction at any point in the battle. You can then complete the quest by 
reporting back to Velno. 

* The Nektar of the Gods Q potion that you obtain as one of your quest rewards triggers Bravery, Faith and Regen (plus 


a degree of HP restoration) when used, which makes it a quite interesting choice for certain tough battles. You can later 
return to Velno (the sole vendor of this item) to buy additional bottles for 1,280 gil apiece. if you wish. 


YUSNAAN 





Walkthrough 

* Speak to Morris on the slope that leads to the Champion's Quarter, 
close to the Cactuar Statue, to begin this short collection quest. You 
will obtain the Musical Sphere Treasure Key, which will enable you 
to open the three locked Treasure Spheres that you may have already 
encountered while exploring Yusnaan. Each of the musical spheres plays 
a distinct (and, for those familiar with previous episodes in the trilogy, 
instantly recognizable] tune that gets louder with proximity. 


* Nostalgic Score: Refrain is at the top of a ladder a short walk to the east 
of the Cactuar Statue; look on the south side of the street. 


* The sphere containing Nostalgic Score: Coda is hidden behind crates in 
a small alcove to the west of the entrance to Yusnaan Station. 


| Nostalgic Score: Chorus is found on the south side of the fenced 
enclosure just outside the Slaughterhouse. 


* Return all three Nostalgic Score items to Morris to complete the quest. 


i 





KX SONGLESS DIVA 





| From 11:00 to 19:00 
| daily 


Rewards 














Jk STOLEN THINGS 


From 12:00 to 04:00 


daily 











HGHTNIND RETUBNE- 


REVELER'S QUARTER & LOWER CITY 





Walkthrough 
Speak to Olga on the stage at Fountain Square. After you accept the 
quest, chase after a man in a mask just to the north of the stage. If you 
are quick, you can interact with him within seconds. This is Berdy, Olga's 
songsmith and lover. 


After Berdy explains his predicament. you must recover his songs — or, 
more specifically, the Music Satchel — from a large group of Gremlins 
in the Lower City area. These can be found close to the waterfront to 
the east. If you have explored that area, you may have already fought 
them and acquired the necessary item. Deliver it to Berdy to complete 
the quest. 


Should you hunt Gremlins to extinction before fighting the group on the 
beach, you can find the Music Satchel in the south of the Lower City, 
close to the entrance of the Warehouse District. 


Finishing this quest has a minor secondary effect. While all other 
Hanitors and Personal Guards throughout Yusnaan will attack Lightning 
until you complete main quest chapter 2-3, the group in front of the 
stage will leave her alone unless provoked, 


REVELER'S QUARTER & CENTRAL AVENUE 

















Walkthrough 

When you reach the Reveler's Quarter, look out for a young boy following 
Lightning — he's usually situated a short walk to the southwest of 
Fountain Square. Stand still, and allow him to approach her. When he 
steals from Lightning, give chase until you gain the ability to interact 
with him and reclaim what was taken, 


To formally begin the quest, you can now speak to Gregory on Central 
Avenue (between 12:00 and 04:00) to obtain the Father's Letter. Return 
to Pickett and wait until he steals once again. Run after him, then 
interact with the boy when the usual conversation icon appears. 


Head back to Gregory on Central Avenue to end the quest. 


AUGUR'S QUARTER & REVELER'S QUARTER 












Complete main quest 
chapter 2-1; from 
19:00 to 03:00 every 
day 




















Walkthrough 

The location of Candice, the quest vendor, varies in accordance with 
your progress in the main storyline. During 2-1, she is found on the west 
side of the Statue of God in the Augur's Quarter. After you complete 
2-2, she instead appears in the Reveler's Quarter to the north, close to 
the Inn. 


Your progress in this minor side quest is determined by how many 
Adornments you have collected. You usually obtain one per side quest, 
and often two per Canvas quest; you can also purchase them from 
stores. If you have been following the suggested progression in the 
Walkthrough chapter, you may even have all required Adornments by 
the time you begin. After agreeing to help Candice, you can advance this 
side story by talking to her when you have 10, 30 and 55 or more total 
Adornments in your inventory. When Candice presents Lightning with 
her third selection of chosen Adornments, the quest ends. 


* SIDE QUESTS 











* YUSNAAN 





Je FIREWORKS IN A BOTTLE 


e 
During main quest - j 
chapter 2-2 only. 3 m 





between the hours of 


19:00 and 00:00 
mm I J 
N 2 @ w 
Q9. Ceremonial 
Headdress 


Jc FIREWORKS FOR A STEAL 


Availability p- ms 
During the events of F — F. 


main quest chapter 2-2 


mm D à EJ 


- 


8 ® 1300 
B s 
Headdress 








Walkthrough 


This quest is only available until midnight once you accept the task 
to collect fireworks from the four Pyrotechnicians. Speak to the Drunk 
Pyrotechnician in charge of the rockets on Central Avenue. This quest 
can only be completed on the evening when it is accepted, with an 
absolute deadline of 01:00. Neglecting to deliver the specified item will 
lead you to permanently fail the quest 


To obtain the specified tipple, speak to the Maitre D at Banquet of the 
Lord and pay the required 1,000 gil fee. Take the Bacchus's Brew back to 
the Drunk Pyrotechnician to obtain his fireworks and your quest rewards 


Walkthrough 


Funicula can be found in the southwest of the Glutton's Quarter. Accept 
his quest, then travel along the Road to War until you reach a Skata'ne 
Defeat this beast to obtain five Fireworks in the post-battle rewards 


Though you can choose to do Funicula a grave disservice and take these 
Fireworks back to the Augur's Quarter, there's absolutely no benefit to 
that approach. Instead, speak to Funicula and dutifully return them. You 
can now follow him to his store (a very short walk to the north) and 
converse with him again to claim not only your quest rewards, but seven 
Fireworks as well 


in the (slightly inconceivable} event that you opt to have Lightning 
abscond with Funicula's rockets, his dream of opening his store will 
be frustrated, and you may encounter him as a pickpocket during 
subsequent visits to the area 


Jc THE FIGHTING ACTRESS 


Wolitvogh 
Exclusive to the 2 80 l 6 * Though categorized as a side quest, this is actually a mandatory step in 






: ’ a benden : 
f Q Q main quest chapter 2-2. Completing it is a simple matter of finishing the 
MEM — S 6 * 1,500 three-bout tournament at the Slaughterhouse that follows the firework 
B9. Crown of Splendor collection task (see page 77). 
[E Midnight Mauve ($8). Crystal Medal, Silvered Medal, 
Bronzed Medal (fl) 
, XXX DEATH SAFARI INDUSTRIAL AREA , spe Quests 
Walch 
Complete main quest * Speak to the Suspicious Gatekeeper outside the entrance to the 
chapter 2-1 t Industrial Area to begin this combat-oriented quest. 
* Your task is to defeat thirty Niblets, acquiring a Niblet-Defeater Emblem 
for each one killed. Incidentally, this helps you to make progress with 
hd 9? EN 4 an objective for the Free Will side quest. You could also combine your 
j Sy 8 * 120 Niblet hunt with a return to the Supply Line to collect the Jade Hair 
QQ Dark Devil Ears, Comb (and if you missed it earlier, the Pocket Watch) for the “Time 
Dazzling Devil Ears, Doesn't Heal” Canvas quest. 
Pure Angel Ears, 


Niblets can appear in huge groups (up to ten at once!) in these battles, 
so having Fire elemental spells (particularly Fire+. Fira and Firaga} on 
each Schema is a smart step 


Cautious Devil Ears 
B Death Game Ticket 


Once you have collected all thirty Niblet-Defeater Emblems, the 
Suspicious Gatekeeper will announce this fact over a public address 
system. Return to the entrance and speak to him to claim your rewards. 


In the event that you have exterminated all Niblets prior to accepting this 


quest, you will find the required emblems just inside the Industrial Area. $ YUSNAAN 


XXX DEATH GAME WAREHOUSE DISTRICT 
s TN p 00e 
Complete "Death J É = F m$» | * On completion of Death Safari, you can speak to Biggs outside the 
Safari". m e NE. Warehouse District and hand over the Death Game Ticket to begin this 
A) quest at any time. 


. 


After you begin Death Game, Lightning is locked inside the Warehouse 


District, and is challenged to defeat thirty unique enemies within a four- 
mr aa hour period, which you can naturally extend with Chronostasis. Every 
© 120 & 6 battle takes place within a Chaos Infusion, which increases the challenge 
Ss 12 @ 390 but also the rewards for each fight. You can only use what you take in, so 


there is no opportunity to replenish Recovery Items. You either obtain all 
thirty Death Game Points in one session... or retreat to the Warehouse 
District exit, where you can abandon the challenge immediately by 
interacting with the control panel. Though you can return to try again at 
will within the allotted hours, you lose all Death Game Points whenever 
you leave, and must start your new session from 0 points. 


(B Emergency Beacon 


Most of the enemies encountered in the Warehouse District are very 
low-level (Gremlins, Niblets, and Anubys). This is more a challenge 
of endurance than skill, though the plentiful supply of EP that you will 
acquire means that you can use Curaga on demand and still maintain 
near-perpetual Chronostasis. 


The beauty of this quest is that you can keep playing it even after the Niblet 
and Gremlin species are extinct. By exploiting Chronostasis to extend time 
almost indefinitely. you can fight an endless stream of the (inexhaustible) 
Anubys enemy type. With a reasonably powerful Lightning and a stock 
routine, you can defeat these opponents with great ease. The rewards for 
each fight aren't outstanding, but they soon stack up, even on early days. 
Each Death Herald weapon {a fairly common drop from the Anubys in a Chaos 
Infusion) sells for 1,250 gil. And basic gil rewards? These are dependent on 
your current day, but will add up to a minimum of 300 gi! per fight. Heavy 
Stash Lv. 1 also commands a baseline price of 80 gil per unit (double that 
for variants with auto-abilities), which naturally increases once the Anubys 
drops superior Lv. 2 and Lv. 3 versions towards the end of the story. 


© Atvery least, the Death Game is a convenient way to completely fill your 
EP gauge before you finish all quests in the Yusnaan region. As long as 
you always leave before you reach 30 kills, you can repeat the procedure 
as many times as you like. 


Once you complete Death Game, the opportunity to exploit its unique 
format is lost until a subsequent playthrough. For more advice on using 
this special farming opportunity (and similar techniques), see page 296 
of the Strategy & Analysis chapter. 
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Krk LAST DATE 
aay rs 


Complete main quest * Speak to Lennet on the steps that lead to Banquet of the Lord to 
chapter 2-3; available automatically accept this quest. You must then meet him at his table 


"Pm 
from 11:00 to 18:58 "T E: in the restaurant between the hours of 19:00 and 23:00, with Midnight 
«3 Mauve set as Lightning's default garb, to complete the quest 
Rewards | ou: / t * Lennet is patient, but there's a limit to his enthusiasm. If Lightning does 
ENEN ' t 
Quom s | i 


S 3 @ sw a ® 
GO Crystal Heart "^ 














v up on the evening after the quest is accepted, or the two tha 
you will fail the quest 


o FI 
EE 


Complete main quest (2 80 [cul 10 


chapter 2-3; available NS s @ 1.800 
from 11:00 to 03:00 G Chocobe 








igurine 


Walkthrough 


* Speak to Primrose at the bottom of the steps that 
lead to the Augur's Quarter to begin this quest. To 
complete it, interact with the six Chocobo chicks at 
the positions marked on the accompanying map 
Primrose will be waiting in the same location when 
you are ready to pick up your rewards 








LIGHTNING „RETURNS. 


FINAL v. XH 


o * DORING CANDICE 


Complete main quest 
chapter 2-3 and 
“Adoring Adornments” 
available from 19:00 
to 03:00 


"F Walkthrough 
No * Speak to Tomesso outside the Inn just north of the Augur's Quarter to 
initiate this quest. He wants to give Candice the Gift Glasses, an item 
sold by a (temporary, plot-specific) merchant a short walk to the east of 
the Sorcery Shop in the Champion's Quarter. This item is only available 
between the hours of 15:00 and 17:00 each day, for a fee of 4,000 gil 
If you buy the adornment on the afternoon after completing chapter 2-3 
(or, of course, any day where you choose to retum to Yusnaan after 
then). you can hand it over immediately when you next encounter the 
lovelorn quest vendor 





O a uw: 
S 8 ® 1.400 








. DE QU 

&® Heart Glasses 

Onion Knight's 

Heim 
Jo % TANBAM'S TABOO 
—— ker ke 

v "n 

Complete main quest * Speak to Tanbam at the cage outside the Slauc —— to * this 

plet 1 que : 

— short, combat-oriented quest. As you will have beaten Snow to ck « NAAN 





chapter 2-3; available 


fram 19:00 to 03:00 w this challenge, don't balk at accepting Tanbam's appeal for Lig hiring 


to euthanize his dread creation, Desmond (Bestiary page 205): ifs 
just an augmented Desdemona, with moderately similar behavior 


and weaknes The principal differences are its immunity to many 
| Rewards | J i 7 status ailments, a propensity for performing the Rush char ge in rapid 
Q 140 & s 4 succession, and the ability to enhance its raw strength with the Bravery 


S 12 @ 4200 t — —2 buff. You can appropriate the advantage offered by the latter behavior 


QO Nickel Gear , by equipping Heavy Slash and an item w Brave Thief ability (such 
as the Battleaxe of the Believer) 


© Crystal Medal nf * The battle is set up immediately after you accept the quest, though 
you still have the option to back out and arrange your Schemata before 
combat commences. Once Desmond is closer to dust than demon, the 

a quest ends 















THE WILDLANDS 





SIDE QUEST OVERVIEW 


Peace and Quiet, Kupo 


Where Are You, Moogle? 


Fuzzy Search 


Saving an Angel 


A Father's Request 


The Old Man and the Field 


The Right Stuff 


The Hunter's Challenge 


Chocobo Cheer 


A Final Cure 


Mother and Daughter 


Dog, Doctor, and Assistant 


A Taste of the Past 


Omega Point 


Mercy of a Goddess 


Round ‘Em Up 


Matchmaker 


The Grail of Valhalla 


Killing Time 


Land of Our Forebears 


To Live in Chaos 


| The Secret Lives of Sheep 





DIFFICULTY AVAILABILITY 


ve sie | Between 19:00 and 07:00 


Xo | Complete the "Peace and Quiet, Kupo” side 
| quest; between the hours of 19:00 and 07:00 


* the je From Day 2 onwards, between 06:00 and 18:00 


$e I Hr Complete main quest chapter 3-1 


Begin "Saving an Angel" and feed Sarala's 
Gysahl Greens to the Chocobo, or restore the 


oo 


07:00 to 21:00 


kkk 


available after you harvest your first crop of 


XXX 


Begin “Saving an Angel” 


Complete “The Right Stuff” side quest, 


KKK 





x xc | Complete the "Saving an Angel" side quest 


Xo | Once "Saving an Angel” is underway; Cardesia 


‚appears between the hours of 08:00 to 22:00 


Complete the “Saving an Angel” side quest; 
* * * Brella appears between the hours of 06:00 
and 22:00 


ke vir vie | Complete the "Saving an Angel" side quest 


* * A, | Complete the “Saving an Angel” side quest; 
JA | between the hours of 09:00 and 22:00 


He Ae Ar Complete main quest chapter 3-2 


* * * Complete the "A Final Cure" side quest and 
speak to Taleb in Poltae 


Complete the "Fuzzy Search" side quest; 
available from 06:00 to 18:00 


ox 
oc 


Complete the "Dog, Doctor, and Assistant" 
and "Round 'Em Up" side quests 


He He He | From first visit to Poltae 
I 


XXX | Complete the "Saving an Angel” side quest 
KKK 
kkk 
kkk 


Complete "The Old Man and the Field” side 
| quest; between the hours of 09:00 and 22:00 
must be at the maximum healing level 


Complete the "Round ‘Em Up” side quest; 
available from 18:00 to 05:59 





Chocobo to riding health; Sarala is present from 


Complete main quest chapter 3-3; your Chocobo 


| Complete the “A Fathers Request” side quest; | 
Gysahl Greens from the field at Canopus Farms | 


| 


available between the hours of 20:00 and 08:00 | 
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555 | Mog Figurine 





1,300 Mona tro M 


Fuzzy Sheep Figurine, 


400 Canned Sheep Logo 


[i 
800 | Girlish Glasses 
300 | Chocobo Feather Pin 


— 








Moogle Fragment (3). 
Recovery Item Capacity +1 


Fuzzy Sheep Milk (3) 


Mystical Meal (3) 


rra fR 


300 | Golden Flower, Chocobo Chick 


| : 
mn 
1,200 | Leopard Tail 


500 org ent Cp 


1,200 | Ripe Apple, Crystal Apple 





| | 
1,600 — 
1,600 | Delicious Mushroom 


1,200 — 


1,600 | Yellow Ribbon 





| 3,800 | Crest of Etro 
100 | White Chocobo Figurine 





4,200 | Odin's Horn 


[320 rtm 


vara 


Mystical Meal (3) 


— 
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Kk PEACE AND QUIET, KUPO 


Availability 








X» WHERE ARE YOU, MOOGLE? 





| 
^ | Complete the "Peace 
and Quiet, Kupo” side 
| quest; between the 
| hours of 19:00 and 





Rowards 


tek FUZZY SEARCH 


Availability 


From Day 2 onwards, | 
| between 06:00 
- and 18:00 








Rewards 










MOOGLE VILLAGE 


Walkthrough 

* Though you should ideally have at least one fire-based ability and the 
Passion Rouge garb for its ever-useful ailments, this is a side quest that 
you should complete at an early stage in the story. The rewards include 
an extra Recovery Item slot, which is a welcome boon. 


Interact with the Moogles at the heart of the village during your first 
visit. After the cinematic ends, the quest begins automatically. You 
must then triumph in three consecutive battles against the Dryad enemy 
variety (Bestiary page 162) to complete the quest. You should then 
return to the start position for a short cutscene, and afterwards speak 
with Mog. Pursue him when he flees, then interact with him when the 
short chase ends to claim your quest rewards. 


A few optional steps that will help to save time later, given the restrictions on 
access to the Moogle Village: speak to Mogella and plant the Vegetable Seed 
that she gives you in the plot right in front of her. The Sylkis Greens that grow 
here are required for a Canvas of Prayers quest, so it’s wise to start growing 
a crop in advance. You should also chat with Moggel by the tree stumps to 
begin "Where Are You, Moogle?” and collect the Crimm Mushroom (required 
for the "A Final Cure" side quest) before you leave the village. 


The Moogle Fragment acquired as part of the quest rewards enables you 
to complete main quest chapter 5-4 at a later date. 


JAGD WOODS 





* Speak to Moggel by the tree stumps in the Moogle Village to begin. The 
three Moogles are located in the positions marked on the accompanying 
map. 


* Monster encounters notwithstanding, you can complete this quest in 
no more than à few brisk minutes while riding your Chocobo. Start with 
the Moogle to the north of Jagd Woods, then it's almost a straight-line 
sprint to the second Moogle in the south. Swing back through Jagd 
Village, and you can complete the circuit with a retum to Moogle Village 
to claim your rewards. 


ARYAS VILLAGE 


* Approach Dr. Sheep in the large pen to trigger a cutscene. When this 
ends, accept the quest. The three large sheep that you must retum to 
their pen are marked by orange dots on the mini-map, and are close to 
your starting position, so tracking them down isn't an issue. 


* This quest is easier to complete if you are riding your Chocobo: just 
ride to either side of the sheep to steer them in the required direction, 
remaining close to drive them to the entrance of the pen. On foot, it 
just takes a little more time, and you will need to use sword swipes to 
correct their direction of movement. 


* When all three sheep have been returned to the pen. speak to Dr. Sheep 
again to complete the quest. 
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dc SAVING AN ANGEL 


Availability 


Complete main quest 
chapter 3-1 












E 8 @ 1200 
(38. White Chocobo 
Chick 


Availability 


Begin “Saving an Angel” 
and feed Sarala’s Gysahl 
Greens to the Chocobo, 
or restore the Chocobo 
to riding health; Sarala is 
present from 07:00 to 21:00 


—— 
(97:00 0}21:00) 





Jc THE OLD MAN AND THE FIELD 


Availability 


| Complete the "A 
Father's Request" 
side quest; available 
after you harvest your 
first crop of Gysahl 

| Greens from the field 
at Canopus Farms 


M 6 500 


op Yellow-rimmed 
Glasses 


Stubborn|OldjMang} 








CANOPUS FARMS 


Walkthrough 

This side quest begins when you speak to Dr. Gysahl after his Chocobo 
surgery is complete. Give the Gysahl Greens to the Chocobo to advance 
the quest. 


Though you can speak to everyone in the settlement to hear their 
thoughts, specific individuals have valuable items. The Hunter Chief just 
outside the main settlement entrance will give Lightning a Chocobull. 
Sarala, the young woman attending to the nearby farmland, will offer 
Gysahl Greens. The Innkeeper on the east side of the settlement 
provides the gift of Fuzzy Sheep Milk. 


Return to the Chocobo with these three items, and feed each one to him 
via the “Give to him” option. 


To complete “Saving an Angel”, you must simply feed the Chocobo with 
an additional healing item to restore it to sufficient health to enable 
Lightning to ride it. The quickest and most convenient way to achieve 
this is to complete “The Right Stuff” side quest (see right-hand page), 
then return to feed the Chocobo with the Mystical Meal that you obtain 
as part of its rewards. 


CANOPUS FARMS & JAGD WOODS 


Walkthrough 


Converse with Sarala at Canopus Farms to begin the quest. 


Speak to the Wandering Man at the south end of the path that leads 
to Jagd Village. He will ask Lightning to obtain Forest Fertilizer from 
positions marked with a spade. Consult the accompanying map to find 
these, 


Though you actually only need one unit of this special item to advance 
the quest, it makes sense to collect at least four of the available six 
immediately. Forest Fertilizer is required to grow Gysahl Greens in 
special plots that must be prepared with this quest item beforehand. 


Return to the Wandering Man with at least one unit of Forest Fertilizer, 
then speak to Sarala when you return to Canopus Farms. Hand over the 
Forest Fertilizer when prompted to complete the quest. 


Speak to Sarala again to unlock the ability to grow Gysahl Greens in four 
plots on her land. These take approximately six in-game hours to grow, 
so it makes sense to plant the maximum four immediately. Sarala will 
gift you with five Vegetable Seeds to get you started. 


RESEARCH CAMP & CANOPUS FARMS 


Walkthrough 


You only need to harvest one plot of Gysahl Greens that you have 
planted yourself to trigger this quest, though it makes sense to always 
plant seeds in all four Canopus Farms plots. Gysahl Greens are required 
for two Canvas of Prayers quests, and can also be stockpiled to 
restore the Angel of Valhalla to full fitness immediately on subsequent 
playthroughs. 


A single Vegetable Seed is required to advance the quest, so ensure that 
you have one before you visit the Research Camp to continue. Two is 
better, though: you should always keep a healthy stock of seeds to plant 
in the seven available plots whenever you visit the Wildlands. 


Visit the Research Camp and speak to the Stubborn Old Man, then plant 
at least one Vegetable Seed in one of the two available patches. Go 
attend to other pressing concerns and return later — and perhaps even 
on another day, as Tantal Greens take approximately half a day to grow. 


On your return, ensure that you have at least one helping of Gysahl 
Greens. Harvest the Tantal Greens and speak to the Stubborn Old 
Man. After the conversation, you will — at long last! — acquire Quest 
Information for “The Old Man and the Field”. Accept the quest, then 
promptly complete it by giving him the Gysahl Greens. 


Xe THE RIGHT STUFF 





KHK THE HUNTER'S CHALLENGE 


Availability 


| Complete “The Right 

| Stuff” side quest, 

| avaiable between the | 
hours of 2000 and | 


— 


Rewards 








Po CHOCOBO CHEER 


Complete the “Saving 
an Angel" side quest 

















GRASSLANDS 


Walkthrough 


Speak to the Hunter Hopeful at the southwest entrance to the Jagd 
Woods: he's riding a Chocobo. 


Vibrant Ooze is dropped by the distinctive Miniflan enemy variety, which 
is commonplace throughout the Grasslands area. In fact, you may have 
the required total on the very first occasion that you converse with 
him. If so, accept the quest and then immediately speak to the Hunter 
Hopeful again to conclude it. If not, patrol until you encounter and defeat 
the required number of Miniflans. 


JAGD VILLAGE 





Walkthrough 

Visit Jagd Village within the designated hours and speak with the 
Hunter Chief (usually situated just outside the Outfitters). If you already 
have the required items, converse with him on a further two occasions 
to deliver them and complete the quest. If not, you'll need to go hunting. 


Your first task on accepting the quest is to deliver three helpings of 
Monster Mince, an item with a savory name but a familiar source: the 
Vali (Bestiary page 176) and their more imposing Hanuman cousins 
(Bestiary page 186). At low levels, it makes sense to hunt the Vali 
encountered in the Grasslands and Jagd Woods. Groups found in the 
Rocky Crag area are generally accompanied by a Hanuman, who can 
pose something of a threat during early days. 


Your second challenge is to hunt an Aster Protoflorian (Bestiary page 
208). a large-scale enemy found exclusively in the Rocky Crag area, 
and obtain an AMP Chip. If your Chocobo has shed his bandages, you 
can use the shortcut in the north of the village to reach Rocky Crag; if 
not, you'll need to take the long way, through the north of Jagd Woods. 
The Aster Protofiorian is a very technical monster variety, defined by 
its signature ability to suddenly shift its elemental resistances and 
weaknesses. While it's certainly possible to defeat them at an early 
stage in Lightning's development, you may find it something of a grind. 


THE WILDLANDS 


Walkthrough 

Speak to Nadia in Jagd Village to begin the quest. You can optionally 
talk with a nearby child called Lyla if you would like to pick up additional 
story details in advance. 


To advance this tale, you must take your Chocobo to a position where 
a Yeul's Flower grows. Though it's suggested that you head to the City 
of Ruins, the long trip isn't necessary: there's actually a Yeul's Flower in 
the very north of the Jagd Woods. Interact with the plant while riding 
your Chocobo, then speak to Nadia when you return to Jagd Village. 
After you pick up the rewards, chat with Lyla for a postscript to the story. 


A useful aside: each Yeul's Flower heals your Chocobo, accelerating its 
recovery by a significant amount that negates the need to invest time 
and gil in other potential tinctures and techniques. Consult page 83 of 
the Main Quests chapter for more information. 
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Xo A FINAL CURE JAGD WOODS & ROCKY CRAG 


Once “Saving an Angel” O 9 12 ‘= : A JEN Nam 
^. 


is underway. Cardesia S - @ 150 
appears between the (39 Suspicious 
hours of 08:00 to 22:00 


Mushroom, Toxic 
Mushroom 


Walkthrough 


Speak to Cardesia, and she will request eight pieces 
of Chocoborel (a fungus found throughout the Jagd 
Woods from 06:00 and 18:00 every day) and six Slug 
Sweets (an item drop obtained from the Rafflesia 
enemy variety also indigenous to the same area) 


Return to Cardesia and select “Yes” when asked if 
you wish to hand over the ingredients 


If you interact with Cardesia again, you have two 
options: to request that she prepare another Chocobull 
(with the same ingredient requirements), or “ask 
about the Crimm Mushroom”. Select the latter topic 
of conversation to trigger the formal start of the quest 


Your final task is to hand over four additional 
Chocoborei, four Luminous Mushrooms (which 
replace Chocoborel in the exact same growing 
positions between the hours of 18:00 and 06:00), 
and a single Crimm Mushroom (most easily obtained 
from the Moogle Village between 19:00 and 07:00} 





Once you have the ingredients, speak to Cardesia 
and select “Hand over the requested items” to end 
the quest 


KH MOTHER AND DAUGHTER WILDLANDS STATION & RESEARCH CAMP 


Availabitity f 


Complete the "Saving 
an Angel" side 

quest; Brella appears 
between the hours of 


Walkthrough 


* Speak to Brella outside the Monorail Station to learn that she has lost 
her beloved dog. Clove. To return Clove to her, you must complete à 
related quest in the Research Camp in the southeast of Eremite Plains: 
see "Dog, Doctor and Assistant" 





— * Once Clove has been restored to full health on completion of "Dog, 
Doctor and Assistant", return to Brella to reunite the pair. 
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LIGHTNING RETU 


FINAL FAN 


Albi * Walton 


Complete the "Saving * Speak to Thirteen and Tilda at the Research Camp to begin this quest 
compi BL 2 1h z 

ps sidi : ný Once you have the required ingredients (Dayring Blossom x4, Moonsoul 
oe quest - EA 


Bloom x2, Goopy Goo x5), deliver them to Tilda to heal the dog. This is 
Clove, Brella's erstwhile companior 





* Tilda will give Lightning the Animal Potion quest item. You can speak 
to her again for an update on the dog's condition. After this, you can 
retum to Tilda at any time to have her concoct another Animal Potion 
exchange for the same ingredients, and a fee of 200 gi 





n 


* To complete the quest, speak to Thirteen (or. more precisely, Claudia) 
at Canopus Farms 
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Complete the “Saving © 80 R 6 
an Angel” side quest SN 2 ®@ 1.200 


between the hours o go Ripe Ap 
ple, Crystal 
09:00 and 22:00 Apple 


Fe ® Mystical Meal 


Walkthrough 


* Though you can accept this quest from the Chef 
Aryas in Aryas Village on completion of “Saving 
an Angel”, you cannot actually collect the required 
ingredients until your Chocobo sheds his bandages 
and is capable of gliding 





























* Only ordering the Legendary Recipe (featuring Rocky 
Crag Moles and Aryas Apples) will enable you to 
finish the quest. The alternative recipe, made with 
three helpings of Vibrant Ooze and six Moonsoul 
Blooms, is used to obtain a Mystical Meal 


* Once you have the required ingredients (Aryas 
Apple x2, Rocky Crag Mole x2) for the Legendary 
Recipe, hand them over to complete the quest 
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Complete main quest 
chapter 3-2 
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Aerial Guard's 
Badge 


[à 


Walkthrough 





* Once your Chocobo casts its bandages aside and regains the ability to glide for short distances, speak to the Research Leader on the wooden observation 


platform at the Research Camp to begin this short quest 


* After collecting four of the potential five pieces of data from the locations illustrated in the accompanying screenshots, return to the Research Leader to 


conclude this particular piece of business 


The first position requires two fairly precise glides. Starting on the platform 
close to the quest start position, jump and glide to the first piece of 
wreckage. Take your time with the second jump and glide. 


O Data collection point 





Jc MERCY OF A GODDESS 


Complete the "A Final 
Cure” side quest and 
speak to Taleb in 
Poltae 


Rewards 
G s) R 
S 8 @ 1,600 


IG Delicious 
Mushroom 











Another data collection point can be found in the northeast of Eremite 
Plains 





A third data collection point is behind the hut in the Crash Site area. If you 
have yet to do so, go inside and strike up a conversation to initiate the fifth 
main quest (see page 91) 





A fourth data collection point is situated directly west of the Research 
Camp. 


S 
r 
C 
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Walkthrough 


* Once you have completed the prerequisite quest, travel to Poltae and 
interact with Taleb — he's the man prone on the ground close to the Inn 
- to begin the quest 


* Travel to Jagd Village, speak to Cardesia and select the "Hear her story" 
option 


* You must then transport the medicine from Jagd Village to Taleb in Poltae 
within 45 minutes on the in-game clock. However, Chronostasis halts 
this timer entirely. Even without the benefit of freezing time, this is an 
eminently beatable deadline 


* Interact with Taleb to deliver the medicine and complete the quest 
You can check back with Cardesia at Jagd Village for a (narrative-only) 
postscript to the quest on a later visit 


PGHTNING RETUDNS- 


%%% ROUND EM UP ARYAS VILLAGE 


Availability 


Complete the "Fuzzy 
Search” side quest. 
available from 06:00 
to 18:00 


Walkthrough 


* Though "Fuzzy Search” is the trigger that unlocks this quest, “Round ‘Em 
Up” doesn't unlock immediately. In practical terms, you will probably 
find it easier to complete this during a visit to the Wildlands on a later 
day 





This works in exactly the same way as “Fuzzy Search”, though you are 
required to have a mobile Chocobo this time around. Enter Dr. Sheep's 


1 


80 WS 6 pen to trigger a cutscene, then steer each flock leader back to their 
Ss 8 @ 1.200 home. The three groups are marked by orange dots on the main map and 
Q9 Cowboy Hat mini-map, though you only need to herd the largest of the sheep back 


< to the pen — the smaller ones are inconsequential. One herd is directly * SIDE QUESTS 


to the east of the pen, another to the west (in the natural depression), 
and the third can be found to the southeast. Once you have corralled all 
three, return to Dr. Sheep to claim a secondary prize of Creamy Sheep 
Milk, then find Millie on the east side of the other pen to complete the 
quest 


S Creamy Sheep 
Milk 
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Doctor, and Assistant” 1,600 
and “Round ‘Em Up” oe Yellow Ribbon 
side quests 
è THE WILDLANDS 
Walkthrough 


Speak to Tilda at the Research Camp to begin this 
short quest. By the time you accept it, you may well 
have all quest items — Moonsoul Blooms (x4) picked 
in the evening in most areas, Rocky Crag Moles (x2) 
found in their titular habitat, and Green Leather (x5) 
from the Goblins found throughout Eremite Plains — 
teady and waiting in your inventory 


With all requisites to hand, speak to Tilda again and 
select “Hand over the items”. She will then depart 
for Aryas Village, To complete the quest, make a trip 
to that settlement when you are next in the vicinity 
and speak to Or. Sheep. 





Xe THE GRAIL OF VALHALLA 


From first visit to 
Poltae 
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I. Sacred Knight 





Xe KILLING TIME 


POLTAE 


Walkthrough 
Speak to Professor Lathom in Poltae: facing the Inn, he's found in the 
alcove to the right 


To complete the first part of this quest, you must enter the Temple 
of the Goddess and interact with two separate plaques to obtain the 
Goddess Glyphs and Chaos Glyphs. Even if you are not ready to take on 
the temple's final boss, it's still possible to raid this crumbling edifice for 
these items (and, moreover, at least half a dozen noteworthy Treasure 
Spheres). We cover the location of all these in the dedicated Temple of 
the Goddess walkthrough in the Main Quests chapter (see page 84) 


With both items in your possession, return to speak with Professor 
Lathom and offer him a copy of the ancient glyphs when the prompt 
appears. You must now hunt down a set of previously undecipherable 
plaques and interact with them to obtain translations. The accompanying 
map reveals their position 


The first plaque is at the top of the slope on the east side of Poltae. Professor 
Latham will appear to converse with Lightning after you interact with it. The 
remaining plaques require that you follow the route taken earlier to enter 
the Temple of the Goddess. The second is a short jump and glide from the 
first. When prompted to take an item, do so. A third plaque is found on the 
opposite side of the street. Once again, pick up the item when the prompt 
appears, Jump over to the ladder that you climbed to reach the Temple of the 
Goddess earlier (where Lightning and her Chocobo part ways), Climb it, then 
turn right at the end of the short tunnel to find the fourth and final plaque. 


Once you have examined all four plaques, return to Professor Lathom (now 
situated at the top of the slope next to the first plaque) to end the quest 


Walkthrough 
Complete the "Saving O y | 3 * One of the most elementary side quests, this is completed by reaching a main quest waypoint in Poltae during your 


an Angel" side quest N - @ 100 
GB White Chocobo 
Figurine 


he and Lightning temporarily part ways. 





approach to the Temple of the Goddess. You obtain your rewards after the Chocobo touches down close to the ladder where 
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CONCEPTS 
Complete “The Old 
Man and the Field” PRIMER 
side quest; between 
the hours of 09:00 and NEP 
22:00 WALKTHROUGH 
MAIN QUESTS 
* SIDE QUESTS 
CANVAS OF 
PRAYERS 
BESTIARY 











INVENTORY 


Walkthrough 


* Approach Chef Aryas in Aryas Village during his 
opening hours to witness a conversation; after the 
cutscene ends, the quest begins automatically. 


STRATEG 
ANALYSIS 








ULTIMA 
WALKTHROUGH 


* Though this is marked as a three-star quest, 


completing it is simply a matter of hiking to the EXTRAS 
Research Camp and Canopus Farms to speak to 
the Grumpy Old Man and Sarala respectively, then 
returning to Aryas Village to see this side-story to ner 
its conclusion. 
LUXERION 





YUSNAAN 


* THE WILOLANDS 
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OUNES 














ok TO LIVE IN CHAOS 


Availability 





Walkthrough 
* The most reliable trigger for this quest is to either arrive at the Wildlands Station from another locale, or travel there 





— within the region and check the Canvas of Prayers. When you leave the station, Brella will inform you of a disturbance at 

Chocobo must be at Canopus Farms. 

— healing * Travel to the nearby settlement and approach Dr. Gysahl to formally begin the quest. Before you continue, set up Schemata 
suitable for combat against a Chocobo Eater (Bestiary page 196). Enter the Chaos Infusion and attack the target close to 
the position where the shops are usually found. 

KX THE SECRET LIVES OF SHEEP ARYAS CLIMB 





Walkthrough 

* Speak to Cornelia on the slope south of Aryas Village to begin. This 
combat-oriented quest involves escorting the Fuzzy Sheep to their 
breeding grounds by defeating all monsters that appear. You should be 
familiar with all species that can spawn in this region, with the Reaver 
(Bestiary page 192) the most troublesome of these — but if you can 
beat that enemy without any difficulties, this quest is little more than 
a pleasant evening stroll. 







Complete the “Round 
‘Em Up" side quest; 
available from 18:00 
to 05:59 






* Engage all hostiles as they appear, and the small flock will eventually 
find their way to the nesting grounds inside the ruins. Interact with one 


Cool Glasses 
of the sheep to collect the Mystery Egg and complete the quest. 
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Tool of the Trade 


Old Rivals 


Adonis's Audition 


His Wife's Dream 


The Life of a Machine 


Last One Standing 


| 


* te Yr | From Day 1 


cc | From Day1 


XX * From Day 1 


"Old Rivals” side quest 
Kk X —— start the 


Kk % From Day 1 
XXXC | From Dar 1 


What Rough Beast Slouches yy yx From Day 1 


Skeletons in the Closet * * * Complete chapter 4-3 


Xo TOO! 


From Day 1 
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IAN & ATOMOS'S SA 





RUF 
Walkthrough 
* Speak to Elmer on the balcony inside the caves at Ruffian to acquire this short quest 
© Head north out of Ruffian to reach Atomos's Sands and, when you reach the observation 
platform, head northeast. You should see the tell-tale glimmer and shimmer of the 


collectible directly ahead after a few steps 


* The quest rewards when you Appraisal Rewards 


deliver the Loupe may be modest, A 
but don't see that as a reason to Items Appraised Reward 


neglect this quest once finished, 1 Pilgrim's Crux 
you unlock the capacity to speak 

to Elmer to exchange Unappraised à Gold Dust 
Items for rewards (which are found 10 Ether 

lying on the ground occasionally, 20 Platinum Ore 
but can also be obtained from 

lizards and by smashing skeletal 50 Turbo Ether 


statues in the underground areas of 
the region). The standard prize is a Medal that can be sold for gil, but you will also receive 
much more valuable prizes when you reach specific milestones: 


SHINING RETUONS- 


XXX OLD RIVALS RUFFIAN & GIANT'S SANDBOX 





Walkthrough 

* Speak to Tobias in his store in Ruffian, and take a cursory look at his 
rather limited supply of wares; the quest begins automatically after this 
opening conversation ends. 





From Day 1 















enable Tobias's former rival Ramon to get back into business. With that 


Rewards 







4 @ 500 


Snakeskin Hat in this quest. 





ULTIMA 


WALKTHROUGH 














EXTRAS 
NDEX 
Walkthrough 
* Much like “Whither Faith” in Luxerion, "The Fighting Actress" in Yusnaan and "Saving an Angel” in the Wildlands, "Adonis's LUXERION 
Audition” is a mandatory main quest task categorized as a side quest. We detail the rewards here to be comprehensive (and cibi 
avoid potential confusion), but you can find guidance for this early task in the Dead Dunes storyline on page 93. You obtain rae 
your rewards when you return to Ruffian to speak to Adonis after fighting the Gurangatch. YUSNAAN 








QUICKSTART 


* After initiating this quest, you need to complete “His Wife's Dream” to WALKTHROUGH 
accomplished, return to Tobias to claim your reward. MAIN QUESTS 


* Asa fringe benefit, Tobias's range of wares is expanded once you tun , sing quests 





THE WILDLANDS 





oko HIS WIFE'S DREAM GIANT'S SANDBOX & GRAVE OF THE COLOSSI „ meoeao 












From Day 1; start the 
“Old Rivals” quest in 
Ruffian 








6 @ 
Gold Padlock 











* Ramon, the quest giver, is located outside the 
Temple Ruins North Gate, in a rudimentary shelter 
on the southwest side of the entrance. However, 
you do not need to speak to him to collect the item 
that he seeks. This can be found in the dead end 
to the southwest of Grave of the Colossi, with a 
sandstorm restricting access. Use a Pilgrim's Crux 
at the monument on the left-hand side of the path 
to remove this barrier. The three located in the 
overground area are shown on the accompanying 
map — indeed, there's one on the path to the south. 
If you attempt this quest at a later date, without 
a Pilgrim's Crux to hand and no wish to travel far 
to find one, you can purchase one from the Crux 
Hunter in Ruffian after you complete chapter 4-3. 


On arrival in the area, you will encounter a 
large group of Goblots; fight these to acquire 
the necessary item. In the event that you have 
hunted the species to extinction beforehand, the 
Arithmometer can be found close to one of the 
bodies in the enclosed area. 














After you return to Ramon and the quest ends, you 
can shop with him to obtain Libra information for 
the Goblot, Desert Sahagin, Skeleton and Cactuar 
enemy types. You can also retum to Tobias in 
Ruffian to complete "Old Rivals”. 
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X THE LIFE OF A MACHINE DEAD DUNES (NORTH) & TEMPLE RUINS (FLOOR 3) 

















* This quest has a time limit of three days once started. However you can choose to collect the required items before you speak to Bhakti. 


* Bhakti is located in the Sacred Grove area of the Temple Ruins. You can reach him on foot via the North Gate, or via Cactuar Statue teleportation to the Sacred Gate destination 
after chapter 4-3 


* You need three Bhakti's Oil collectibles in total. Here is a list of the various places where they can be found: 


* At Tobias's General Store in Ruffian (x1) 

* Under the skeletal remains near the Shrine of the Tablet: Grave of the Colossi (x1) 
* At the foot of the Oasis Lighthouse (x3) 

* Inside the Shrine of the Tablet: Dry Floodlands (x1) 

* Inside the Shrine of the Tablet: Atomos's Sands (x1) 


* Once you hand over the items, Bhakti will lead Lightning to a nearby door. Interact with this to open it, then examine the skeletal remains in the corner of the room to obtain 
1,200 gil, another unit of Bhakti's Oil and a Pilgrim's Crux. Once the message ends, speak to Bhakti again to complete the quest. 


Pc LAST ONE STANDING 


OASIS LIGHTHOUSE 


























* Speak to Zanford to begin this "ultimate" quest... and don't expect to complete it any time in the 
foreseeable future. Last One Standing is unquestionably the most difficult and time-consuming of all 
quests; indeed, you can only complete it on a second, New Games playthrough. 


* This quest requires you to defeat every single Last One enemy, both those available as you travel freely 
in Nova Chrysalia, and those exclusive to the events that occur during the Final Day. There are two ways 
to make Last Ones appear: you can either hunt a species to extinction by defeating a fixed quantity of 
standard specimens, or you can find them directly in the Ultimate Lair, a secret dungeon unlocked by 
completing many side quests during the first 12 days of the adventure [see page 65 for details). The three 
Last Ones exclusive to the Final Day, however, can only be encountered by defeating enough specimens 
of their species before you complete the story. They are also the reason why you have to begin a second, 
New Game» playthrough before you can complete the quest by turning it in to Zanford. 
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Walkthrough 


You will encounter Nolan, the quest giver, during your journey through the Scorched Earth: Upper Level area of the Temple Ruins during chapter 4-4. He requests that Lightning 
locate and defeat the unique Aeronite enemy (Bestiary page 200) and return the Monster Flesh item drop to him 


Though it is possible (albeit implausible} to defeat the Aeronite before you encounter Nolan, speaking to him beforehand arms Lightning with a copy of the Study of Despair, 
which completes the monster's Libra information 


The Aeronite can be found from Day 7 in the Giant's Sandbox, his exact location depending on the time of day. Refer to the accompanying map for details. If you Escape the battle, 
the monster will respawn only two hours later, and possibly in a different spot. It will reappear immediately during the 22:00 to 23:59 time window. 


The quest reward for defeating the Aeronite may seem rather disappointing, considering the battle's incredible difficulty. In fact, this is probably the game's most challenging 
enemy of all. However, the real reward is the one you get by eliminating the creature: it drops the Falcon Charm, a head accessory which provides a stunning +70 boost to ATB 
Recovery. Winning the fight, though, is a challenge that requires very specific preparations, an advanced strategy, and flawless execution. Reter to page 200 of the Bestiary for 
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Complete chapter 4-3 * After you ve completed chapter 4-3, speak to Jamus in Ruffian's bar and 
accept the quest. Your goal is simply to defeat 60 Skeletons (Bestiary 
page 160), before you drive them to extinction by slaying their Last One 


Skeleton Q 





* The Skeletons are common in the Temple Ruins and three Shrines, where 
they provide a vital source of EP while completing chapters 4-3 and 4-4 
A perk of accepting this mission as soon as it becomes available is that 
you can consult the quest information to see a running total of how many 
Skeletons remain 


Rewards 
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PRAYERS mem 
A DT MAIN QUESTS 
Unlike main quests and side quests, activities offered PEAN 
on the Canvas of Prayers are not a source of Eradia, noris 

) end therefore play no part in extending the duration PRAYERS 
of Lightning's quest to save souls in Nova Chrysalia. BESTIARY 
However, while the rewards from individual Canvas 
quests may seem negligible, their cumulative effect TN INVENTORY 
on her prowess (and, for that matter, budget) over tl STRATEGY & 
course of a playthrough can be quietly profound. — 
n TES ULTIMA 

: | WALKTHROUGH 
Over the pages that follow, we detail the requirements 
` for all Canvas quests, and suggest how — and, perhaps nw 
most usefully, when — you might satisfy them to claim INDEX 


f their prizes. Before you continue reading, you should note 
the following pertinent facts about all activities obtained 
via Chocolina and the Canvas of Prayers. 4 

» 


* The majority of Canvas quests require that you hunt / 
monsters to obtain their most common item drop. 
With a handful of possible exceptions, you should 
accumulate all required items over the course of a 
moderately comprehensive playthrough. There is rarely 
a need to undertake dedicated farming expeditions, 
or embark on foolish escapades where you challenge 
monsters that you are not yet equipped to fight. If Tw 
try not to shy away from enemy encounters (with the 
obvious exception of those you cannot hope to beat), 7 
you will find that you usually chalk up a selection of f. 
Canvas victories on a daily basis. As a rule of thumb, 
you should regard most Canvas quests as eventual 

__ bonuses for doing what comes naturally — not principal 
( objectives in their own right. 


in the “Global” category, which can be accepted mit) 
completed in any region) ask you to collect unique objects. 
These are usually contained in treasure spheres, which 
can be located with ease on the poster map provided with 
_ this guide. There are a few that instead appear as glowing, 
- points of interactivity at very specific times on each day. 
For these, we offer more precise directions. E S 










* Though Canvas quests are unlocked at specific > : 4 
junctures, the items required to complete them can 
almost invariably be gathered or discovered at any 
time. You will find many instances where, rather than 
being prompted to accept one of these quests, you are 
immediately offered the opportunity to hand over the 
desired objects and complete it. 
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Niblet Hairball x6 


Tattered Leather x8 


| Liquid Glass x3 


Niblet Hairball x60, 
Tattered Leather x80 


Demon Spicule x3 


Motor Coil x5 













| The Niblet enemy type (Bestiary page 156) can 

be encountered throughout Luxerion during Day | 
1 (and on the Pilgrim's Causeway in the days that | 
follow). They also appear in Yusnaan and the 
Wildlands. You will have three Niblet Hairballs 

in your inventory already after completing the 
Prologue, with many more to follow, so there's 

no immediate hurry to complete this quest — just 
turn it in at a later date when you have the 


| specified quantity. 

Tattered Leather is dropped by the Gremlin 
enemy type (Bestiary page 172), a low-level 
adversary that you can encounter on the Pilgrim's 


Causeway in Luxerion. They are more common in | 10 
the Wildlands. There's no cause to set off to hunt 

them: you will soon accumulate the required item 
drops while completing other tasks. 


Liquid Glass is a common item drop acquired from | 
Meonektons (Bestiary page 159), a special enemy 
| variety that supplants most other monsters 
throughout Nova Chrysalia from the hours of 4:00 
to 6:00. Though you can fight these late on Day 1, 
the battles can be something of a grind with a 10 
low-level Lightning. Don't feel the need to hurry: 
though this Canvas quest is a part-prerequisite 
for another (“Heretics’ Beasts”), this isn't actually 
relevant until you can complete a second Canvas 
| quest that appears on Day 5. 





This lengthy collection quest requires that you 
hunt the extremely low-level Niblet and Gremlin 
enemies to the brink of extinction to collect the 
necessary items. This isn't something that you 
should regard (and definitely not undertake) as 
a specific task: just be secure in the knowledge 
that you should almost certainly accumulate the 
required totals while exploring and completing 
other quests over the course of the story. Even 
if you do collect all items for this quest at an 
early stage, you might benefit from not officially 
completing it until a time when you have actual 
need for the rare Ether reward — which will 
otherwise take up a Recovery Item slot until 
you have genuine cause to use it (or, worse, 
waste it]. 





Though the Gaunt monster species that drops | 
| Demon Spicules (Bestiary page 161) is also 
found in the Temple of Ruins beneath the Dead 
| Dunes, those encountered in the Forsaken | 
| Graveyard will present your most likely source | 
| of Demon Spicules during the early daysofthe — | 
story. However, you should note that this area of 
| Luxerion is locked until you complete main quest | 
chapter 1-3 (see page 71). 


10 


To collect Motor Coils, you must defeat the 
Gertrude enemy type (Bestiary page 204). These 
are found in the Warren area of Luxerion, which 
is only available from 00:00 to 08:00. However, 
toit ne ee 


2 5 
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| Cute Heart 





Noonblue 
Butterfly 








1,800 | Bell, Crystal 
Feather* 


| Snowy Spirit 
| Wings, 

| Masquerade 
| Mask 





Tinkling 





* You also obtain an Ether | a as a special reward for completing this quest. 


r 





CANVAS QUEST OVERVIEW (CONTINUED) 








| e | 
| Mythical N Proof of 
‚Badge * * * From Day 3 Legendary Title 
Grave of 
| Stormdragon Down 


aBounty | J Ye yh | From Doy 
Hunter 
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| t cc | From Day 5 Quality Machine Oil | 


Whenever you are explonng the main areas of 
the city during daylight hours (particularly North 
Station, the Wharf of the Faithful close to the 
Commercial District, South Station and the area 
south of the Clock Tower), look out for individuals 
marked as “Cleric”. They will ask for donations 


CANVAS OF 
PRAYERS 


Orange Bow 
Tie, Crest of 


Tr 
Pulse 





of 100 gil, 300 gil, and 1,000 gil... but will also 
gift you with the Proof of Legendary Title key item 
when you hand over the coins 


Stormdragon Down is dropped by the Zomok 
(Bestiary page 190), a large-scale enemy found 
in the Forsaken Graveyard. a habitat they share 
with the Gaunt and Dreadnought. By the time 
this quest is unlocked on Day 5, Lightning should 
be prepared for the challenge of facing them. If 
you would like to kill two birds with one stone, 
complete "Born from Chaos" (see page 108). 
This side quest involves defeating a Zomok 
inside a Chaos Infusion, which should be within 
Lightning capabilities by Day 5: =| 


Quality Machine Oil is dropped by the 
Dreadnought (Bestiary page 206), an imposing 
large-scale enemy found in the far north of the 
Forsaken Graveyard. Lightning should be more 
than capable of toppling one of these by the time 


— 





* LUXERION 


Blue Propeller, 


2 | Shooting Star 


700 


| the quest becomes available, though it's wise to 
prepare a suitable Schemata setup in advance 











| | 
Revei Y 
Has Tenth MA | FromDayS | Chipped Fang x10 
Complete 
“A Song for God” | Demon 
Enchanted and “Grave ofa | Spicule x10, 
Brush * * * Bounty Hunter^ Stormdragon 
Canvas quests Down x8 
(Day 5+) 
| 
Complete 
“Slay the 
s Machine” and Chipped Fang x10, 
Mou Pania! kkk “Revenge Has | Motor Coil x15 
| | Teeth” Canvas 
| | quests (Day 54) 
| 
Complete 
"Inventive 
‘Heretics’ — XXX Seamstress” n om | 
| Boasts and "Puppetsers Liquid Glass x10 


Lament" Canvas 
quests (Day 5«) 


| Chipped Fangs are obtained from the Gorgonopsid 
| farming in that limited spawn zone, we suggest 


| The requisite items are dropped by the Gaunt 


Though you may potentially acquire the required 
Gertrudes 


| Glass is dropped by Meonektons (Bestiary page 


(Bestiary page 180), a monster encountered 

during journeys along the Pilgrim's Causeway 
on the east side of Luxerion. As accumulating 
the required total would necessitate dedicated 


that you put this task aside until you begin to 
frequent the Dead Dunes, where the Gorgonopsid 
is a more familiar sight. 


Lady's Brooch, 
1,400 | Strawberry 
ice Cream 





(Bestiary page 161) and Zomok (Bestiary page 
190) monster varieties, which are both found 
within Luxerion's Forsaken Graveyard area 
Gaunts are found throughout this zone, with the 
Zomok more likely to spawn on the west side. 


Motor Coils during encounters with 

(Bestiary page 204) on your regular visits to the 
Warrens, Chipped Fangs are a little harder to 
come by in Luxerion. Our advice for Revenge Has 
Teeth still holds true: once you begin to explore 
the Dead Dunes overground areas in earnest, 
these items will soon pile up in Lightning's 
inventory as you encounter the Gorgonopsid with 
greater regularity. 


Quality Machine Oil is dropped by the Dreadnought 
‘Bestiary page 206). found in the Forsaken 
Graveyard (most commonly in the north of that 
area, particularly on the short stretch of the 
highway that remains closed until Day 9). Liquid 


i 





| Warning 

| Beacon, 

| Gentleman's 
| Beard 


| 1,300 


159), which replaces all other monsters in all 
exterior areas from 04:00 to 06:00 every morning 
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Soulful Horn | Xxx A From Day2 


From Day 3 


Unlocked during 
main quest 
chapter 2-2 


Complete main 


Ether Coil x3 


Clear Ooze x4 





Chocobo Girl's 
Phone No. 





Statue 


quest chapter 2-3 | Fragment x5 





tangine nin, sot 


quest chapter 2-3 | Rockets 


YUSNAAN 












Ether Coils are a common drop from the 
Desdemona man-made units (Bestiary page 204) 
that regularly seek to assai! Lightning during 
visits to the Industrial Area. They are also 








enemy varieties for spawn rights in that zone. 


Clear Ooze is secreted by vanquished Flanitors, 
the strident enemy type that accompany the 
Personal Guard soldiers that patrol the streets 
of Yusnaan. Fights against these opponents 
will be a regular occurrence until you complete 
the main quest for the region. If you somehow 
complete main quest chapter 2-3 without 
fighting four Flanitors, it is still possible to fight 
them in the grounds just outside the Patron's 





This quest is unlocked once you begin the task 
to collect fireworks during the main quest for 
this region. The Chocobo Girl's Phone Number 
can be obtained before or after you accept this 
Quest. You acquire it by examining a poster 
on the wall of an alleyway in the south of the 
Reveler's Quarter. Look for bags of refuse that 
partially block the path, and the poster is right 
next to them. 





The required items appear as small, shining points 
of interactivity around the fallen statue in the 
Augur's Quarter and Palace Garden. Consult the 
map on the guide's poster to find them with ease. 


encountered fairly regularly in the Lower City just 
outside, though they compete with several other 
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CANVAS QUEST OVERVIEW (CONTINUED) 





The Shattered Bone item is available from the 
| Skata'ne (Bestiary page 181), an enemy that 





| À * 
Source of | frequents the Lower between 
inspiration AA FromDayS | Shattered Bone x3. cers Malone. | @ |i]: | Weg 
also a common assailant inside the Patron's | 


| Palace. 











| | are easy to acquire during trips to farm EP in 
| the Lower City. This becomes necessary while 
| Complete completing outstanding quests and tying up loose 
| "Soulful Hon QE EROR dere erde 
| | quest jan, SO e 's no to a : 
et ee (ek ee. | Poenous Sing ip | dedicated hunting tip. Similarly, the Poisonous 20 2 | s [enm 
penso pas | | Stings relinquished by each defeated Anubys can | 
(Day 5+} be acquired while accomplishing other tasks — | | 
| particularly in the Wildlands and overground Dead | 
Dunes, where you will encounter dozens of these | 
| opponents during late afternoons extended by 
liberal use of Chronostasis. 























Youth Potion rir ir fromDay7 | SingleEye | zr 


The industrial Area is where Hoplites — and 
A their Radial Bearings — can be found. This z 
aen d XXX From Day 7 = x30 quest is much easier (not to mention quicker) F ee 
ng | to complete if you wait until later days, when 
| Hoplites spawn in large groups. 











| (Day 7+) 
| | As you should remember from “Spell for Spell”, | 
| you must defeat Hoplites (Bestiary page 202) in | 
Complete the Industrial Area to collect Radial Bearings. 
“Secret While you are in the vicinity, you can also pick 
Machine” | Radial up the required Ether Coils from the Desdemona Wind-Up 
Ultimate *** “A Dangerous | Bearing x10, enemy (Bestiary page 204) that appear in the same 40 2 5 1.600 | Halo. Red 
Craving Cocktail” and Ether Coil x15, habitat. Clear Ooze? This item is dropped bythe — | | |"? | Propeller* 
"Spell for Spell" Clear Ooze x30 Flanitor (Bestiary page 203), an opponent set to | 
CL automatically attack Lightning in Yusnaan prior to | | | 
| the completion of the main quest for the area. You | 
can still hunt them in the grounds just outside the 
| | | Patron's Palace after you finish chapter 2-3. 








| i 1 i | 


* You also obtain an Ether (ly) as a special reward for completing this quest. 
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CANVAS QUEST OVERVIEW 





| | The Dayring Blossom is a plant that grows all 
| over the Grasslands and, less commonly, Aryas 
| | i area between the hours of 06:00 and 17:59. Don't 
| Sun Flower XXX From Day 1 Dayring Blossom d | top collecting them once you gather the three 
| required for this task — they are also required, in 
fairly significant quantities, for other quests. 





Moon Flower x rv From Day 1 






Vibrant Ooze is dropped by the Miniflan enemy 
(Bestiary page 173). This weak monster variety 
can be found all over the Grasslands, and tends 
| to appear in groups. Be sure to have a Thunder 
rheid 





X coc | From Day 1 Vibrant Ooze x8 


1 





XXX | From Day 1 


L 





| The Rocky Crag Mole is found exclusively in 
| the Rocky Crag area, but you cannot reach the 
| Specific locations where they are found until | 
Rocky Crag Mole x1, | your Chocobo is capable of gliding (after chapter | Youthful 
Chocoborel x3, 3-2, “Healing an Angel”), Chocoborel is a tungus Parasol, 
Fe He He | From Day 1 Luminous that grows throughout the Jagd Woods and, less | © | 2 | ^ | 9 | Unicorn Mart 
Mushroom x2 commonly, Rocky Crag areas from 06:00 to 17:59 Logo 
every day. Luminous Mushrooms replace them 
in the exact same positions between the hours 
of 18:00 and 05:59. 


H 


























| There are three ways to acquire the Mystical 
Meal quest item. The first is to complete 

"The Right Stuff” (see page 125), a side quest 
activated once the Chocobo has been saved and | 
is convalescing at Canopus Farms. A second 


Como ee source is Chef Aryas in Aryas Village, who | 
is available between the hours of 09:00 and Pink Rucksack, | 
a. Hek Pee lader fee side | Mystical Meal 22:00 every day. After you accepthis quest("A | 20 | 1 | 2 | 850 | Afro& White 
baanden Taste of the Past”), he requires six Moonsoul Chick 
| quest (page Blooms and three helpings of Vibrant Ooze | | 


| (from Miniflans} to concoct this specialist dish. | 
Alternatively, you can keep the ingredients and 
wait until you complete “A Taste of the Past”, 
which offers another “Mystical Meal” among its 
| quest rewards. 


— 4 d — — — 
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To obtain this Canvas quest, you must complete 
the Wildlands side quest chain that begins with 
| "A Father's Request" (including the process of 



















Compiete | fertilizing one plot and planting at least one 
Fresh "Land of Qur helping of Gysah! Greens at Canopus Farms), Tropical Tree, 
" Fertilizer kkk Forebears" Goopy Goo x5 continues with “The Old Man and the Field”. and | 10 . 2 200 | Scholar's 
side quest (see | concludes with "Land of Our Forebears”. Goopy Beard 
page 131) | Goo is relinquished by Triffids (Bestiary page 
» | 185), the flying plants that frequently accompany 
| other (usually weaker) monsters in all areasof | | | 
| | | the Wildlands: | | | © THEWILDLANDS 
| | aanne | eve 
| JUNES 
I | ou simply ne har op | 
To acquire the required Vegetable Seeds, seek 
out a specific wandering Adventuring Essentials | 
merchant, who can be found at Canopus Farms Flower 
Wildlandsin Jee (Fom0ay3 | Vegetable Seed x10 | between the hours of 8.0010 1800, andatthe | 10 | - | 1 | 300 | Pattem, 
Research Camp from 19:00 to 07:00. His store Frying Pan 
| "Plain Essentials”) sells Vegetable Seeds fora | 
| fairly negligible sum of gil. | 
A Word of 
These — men | 
| 
The AMP Chip is dropped by the Aster PSICOM 
— — eat banger iig Officer 
Future kc From ays | AMP Chip inal likelihood, you will probably begin tofarm | ^ | ' | 1 | 700 | Epaulets 
these adversaries for EP during trips to the Guard's Bad 
; Wildlands from Day 3 onwards. 
| dH 
Hunters Green Monster 
‘Challenge JI rete Mossx2 
| 
7 | 
/ Green Leather is dropped by the Goblin enemy Gadot's Red 
type (Bestiary page 175), an opponent most 
Echoes of XX From Day3 | Green Leather x6 | frequently encountered on Eremite Plains, but | 10 | 1 180 — 
| also found (albeit much less frequently) in the Peer 


Rocky Crag area. 





143 


THE WILDLANDS 


(CONTINUED) 





CANVAS QUEST OVERVIEW (CONTINUED) 


Hunting the 
‚Hunter 











Forget 
Me Not” and "A | 
| Word of Thanks” 
| Canvas quests 


Vibrant 
Ooze x20, Wonder 


Gel x10 


| If you have been collecting both flower varieties 
| whenever you have encountered them, you 
, | should be able to complete this quest from the 
| moment it appears. If not, worry not: you will 
| easily reach the required totals during visits to 
the Wildlands to clear up other quests. 





As Miniflans appear in groups (usually in pairs on | 


| early days), meeting the Vibrant Ooze requirement 
| isn't at all difficult. Ectopuddings are a little more 
demanding, but you will probably accumulate the 
necessary quantity of Wonder Gel during your 
joumey through the Temple of the Goddess while 
completing the Wildlands main quest. 


You must defeat a minimum of eight Chocobo 
Eaters (Bestiary page 196) to complete this quest. | 


These dangerous large-scale enemies can be 

| found on Eremite Plains and, from Day 9, the 

| highways linking the Wildlands with the Dead 

| Dunes and Luxerion. We would suggest that you 
leave this task until Day 6. This is just before 
they (and all other monsters) obtain stat boosts 
| on Day 7, but at a point when a well-equipped 
Lightning can reasonably expect to defeat them 
with a considered battle strategy. 
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LIGHTNING RETURNS. 


REWARD 


NAME DIFFICULTY | AVAILABILITY QUEST ITEMS WALKTHROUGH - 
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Though it is one of the last Canvas quests to be 
unlocked for the Widlands, this is clearly one of 
du 2 S. the — Slug Sweets are obtained by defeating Medic Guard's 
From Day 5 Slug Sweet x12 the Raffiesia enemy type (Bestiary page 174) that 10 1 ; 120 
appears in the Jagd Woods. If you are short of the — 
required total, it really won't take long to acquire 
them. 


Gatekeeper's 
Curiosity * 


Though you may already have the required number 
of Arboreal Spores (from Oryads — Bestiary 

page 162) and perhaps even Goopy Goo (from 
Triffids — Bes jage 185) when you accept this 


quest, the specified Slug Sweets total necessitates 





Complete hunting the Rafflesia (Bestiary page 174) to the - 
Fre Purple 









tilizer > s ali three enemy types pose 


— Moghan's Plea” 
ats ina XXX and — 


Brew? 


Chocobo 


30 3 5 1,500 | Chick, B 





Chocobo 


Chick” 


Cu 





y Lanvas 





The Sinister Fang is dropped by the Reaver, a 

large-scale enemy found in the Grasslands and 

Aryas areas. By the time this quest appears, you 

will almost certainly have mastered the art of Shogun's 
Brain Over * se From Dav 7 Sinister Fan defeating these opponents without difficulty, and 7 1 , 550 Mustache, 
Brawn handel. wa Sa will have regularly clashed with them to harvest x Politician's 

EP in the Wildlands. Indeed, you may have Beard 

already farmed them to extinction in order to 

obtain the noteworthy sword dropped by the Last 

One of this species 


The final Wildlands Canvas quest is one that 
Nill be able to complete at the 
ccept it. By Day 7, Reavers 





many pla 
moment 





Complete "For J 
y : 
the Future” and " — Cie'th Wings 
A Prayer to a Sinister Fang x5 (Bestiary page 192) and Aster Protoflorians = * 
XXX drain Ove re i. ^ 4 2 16 ehemoth 
Goddess i d * AMP Chip x5 (Bestiary page 208) will be regarded by many as 0 e 600 —* * 
isk "ves ng EP dispensers. If you do not * EIN 





naught but w 





have the required item drops, they will not take 





long to acquire 
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THE DEAD DUNES 





To obtain a Desert Rose, you must defeat an Earth 
Eater (Bestiary page 198). This high-level monster 
is the most powerful non-unique enemy in the 
entire game, so you don't have a prayer of beating 

one during the early days of your adventure. If 

| you want to obtain a Desert Rose while Lightning 
| is at a relatively early stage in her development, 
| you will encounter a stationary Earth Eater inthe — | | 
| Chamber of Plenilune: Lower Level area during the | 
| events of chapter 4-3 (see page 95). It's possible 
to ambush this beast for the full -25% HP bonus, 
which at least gets the battle off to a great start. 
d — 


| Desert Rose 





















| The required items are dropped by Gobiots 
(Bestiary page 157), a more aggressive and 

Goblot Hairball x8 — | resilient cousin of the Niblet. These may surprise | 10 
many players with their ferocity during an early | 
visit to the Dead Dunes. 












You will encounter small lizards scampering over 

the sands throughout the Dead Dunes. Strike 
these, and they will drop an object: either an 
| Unappraised Item or a Lizard's Tail. 


Lizard Tail x3 10 ! - 400 | Pumpkin Head 


If you have a sufficient number of Lizard Tails 

after finishing "Lucky Charm" on Day 3 or later, 
you can exit the Canvas interface and then speak 
to Chocolina to accept and complete this quest 





Lizard Tail x5 10 


























The Cactuar Doll is dropped by the Cactuar 
(Bestiary page 179), an opponent who is hard to 
catch but easy to beat thereafter. They can be 
encountered in most overground areas of the Cactus 
Dead Dunes, but are easiest to hunt in the Oasis | Fiaurine 
For My Child FXX From Day 3 Cactuar Doll Lighthouse area once you becalm the sandstorm | 20 | - | 3 | 500 Mint Chip ce 
that restricts access. You will also obtain a | Cream 
Cactuar Doll by defeating Cactair (Bestiary | 
page 178), a unique enemy who is actually 
concealed in the sandstorm that initially seals off 
3l the Oasis Lighthouse area. 
| BENI EE 











* You also obtain an Ether (al) as a special reward for completing this quest. 
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You obtain Dead Man's Teeth by defeating 
Skeletons (Bestiary page 160), which are 
commonplace in the upper levels of the Temple 
Ruins and three Shrines. You will easily 
accumulate the required quota while completing 
chapter 4-3. 





CANVAS OF 
PRAYERS 






Climbing the | | Dead Man's 
‘Ranks | ck |Fomday3 | reen 
| 










| | 
After completing main quest chapter 4-3 (and, | 
perhaps, making progress with 4-4), you should | | 
| | PSICOM 


; | Complete | : 
Climbing the ——— Dead Man's ` A ^ 
Ranks Il Oc | “Climbing the Teeth x20 have a sufficient quantity of Dead Man's Teeth 20 2 


Ranks I" to complete this quest directly after turning in 
"Climbing the Ranks I". 


600 


| Mobile Medal 


| Pot Shards are acquired by hunting the = 

| Schrodinger enemy (Bestiary page 182), which 

| are commonplace on the lower levels of the 

| Temple Ruins. You should easily reach the volw Bow 

— | xx Yr | From Day 4 Pot Shard x10 — — wA 2 | 500 | Tie, Canned 
| of collecting 15 Pot Shards during your time PuPu Loga 

| | inside the Temple Ruins, you will also be able 

to complete “The Real Client” as soon as it 

appears on the Canvas of Prayers. = 


ile 








The Organic Carapace is dropped by the 

Gurangatch large-scale enemy (Bestiary page | 

| | 194), which is most common in the Giant's | | Replica | | TüEDEAD 

Heightened | z | Sandbox area. If you follow our suggested story | | PSICOM ? 

Security * * * From Dey Organic Carapace progression on a first playthrough, Lightning a ; | z " Emblem, | € 

| should be capable of smiting these opponents Bandage 
with contemptuous ease by the time you begin to 

| explore the Dead Dunes in earnest. 


| | As Goblots (Bestiary page 157) appear in groups, 

| | you should doubtlessly have a sufficient quantity 

| | Complete ; of the first item: If you took our earlier advice: l 
The Real | Kk * | "Banned Goods" | Goblot Hairball x10, | to secure a minimum of 15 Pot Shards from 20 " 3 
| 
| 
| 





‚Client | and “Miracle Pot Shard x5 Schrodingers (Bestiary page 182) during the 

| Vintage” story-related visit to the depths of the Temple 
Ruins, you should be able to complete this quest 
as soon as it appears. 





As the Gurangatch (Bestiary page 194) offers | 
a trouble-free supply of EP, you should already 
have the required quantity of the Organic 
Carapace item by the time you accept this 
quest. Hunting Cactuars can be something of 
| a nuisance, especially when you encounter 
| them in open spaces. The Oasis Lighthouse 
Complete area, however, offers not only a steady supply | 
| of these enemies, but also relatively close | Electric 
| 
| 








| Bandits’ New “For My Child” Organic Carapace x5, | : A : 
| Weapon XXX and "Heightened | Cactuar Doll x5 confines that make them much easier to catch 30 2 2 1,300 — 


ss | A word of caution: while there is no great harm 
Security 


in hunting the Cactuars required to complete 
this Canvas quest, you should note that this 
enemy type offers a sizable gil reward per kill. 

| As monetary bonuses for combat victories are 

| highest in the final days of the story, hunting 
more Cactuars than you need before that 
point will prevent you from enjoying lucrative 
farming opportunities later. 





| | A further five Yellowed Skulls (obtained, as 
| — | you probably recall, by shattering the skeletal 
| “Pride and | | statues found in the three Shrines and Temple Gadot's Blue 
Pride and R * ed I" | Yellowed | Ruins) are required to complete this second of toi -| ggg Emblem, 
Greed II akda [S | three “Pride and Greed” quests. If you have Dark Knight's 
Day? | completed main quest chapter 4-4, you should Shades 
y have enough of these items to complete this 
| quest as soon as it appears. 

















THE DEAD DUNES (CONTINUED) 


CANVAS QUEST OVERVIEW (CONTINUED) 





| Complete “Pride 

Pride and and Greed II"; 

Groom AAA | imioekeden | Yellowed Skull x20 
Day 9 








CANVAS QUEST OVERVIEW 


| Through you should make good progress towards 
the required total while completing chapter 4-4, 
obtaining all 20 Yellowed Skulls may require a later 
return to the Temple Ruins underground labyrinth 
once the skeletal statues have respawned. There 
are always several in the Sacred Grove area, 
lining the south side of the wide corridor that runs 

| from east to west. You can find even more in the 
Scorched Earth area and along the nearby Path of 
the Dead leading to the Gallery of Creation. Once 
the nearby door has been unlocked with a Pilgrim's 
Crux, the South Gate teleport destination places 
you in the perfect position to make a profitable 


sweep of the area. 
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On completion of 
| MoogiesBo AAH | megan. | Moodle Dust 
kets 


| On completion of | 
Fading “Saving an Angel” | Old-Fashioned 
Prayer XXX in the Wildlands | Photo Frame 
(page 124) 


Complete "A 

i | Man for 

Sosingtho | Je ie | Chocobo Git* | Lapis tazi 
in Yusnaan (see 

page 140) 


After you 
| complete 
main quest 
helt XXX | chapters:2, | Beloved Gift 
“Follow the 
Chocobo Chick” 
in the Wildlands | 





Broken Gyroscope 


The Broken Gyroscope is found inside a treasure 
sphere at the Crash Site in the north of Eremite 
Plains, in the Wildlands. However, you must 
| complete the chapter 3-2 main quest "Healing an 
| Angel" before you can use your Chocobo's gliding 


| ability to reach it 


The Old-Fashioned Photo Frame quest item is 
found inside a treasure sphere hidden in the 
wooded area directly south of the Research Camp 


in the Wildlands. 


Though it appears as a Canvas quest, this find- 
| and-deliver task is actually chapter 5-3, "Wishes 
| on a Canvas", of the Sazh and Dajh storyline. The 
| Beloved's Gift quest item is found in a treasure 
sphere at the start of the highway situated 
southwest of Aryas Village in the Wildlands. 


10 


10 





Gold Windup 
Key, Afro 








„rn 








Complete the 











Staying | Death Safari side 
Sharp oc quest in usnaan Power Booster 
| (see page 119) | 
Accept the 
“What Rough 
‚Digging Beast Slouches” 
Mysteries * * * side quest in the Golden Scarab 
Dead Dunes (see 
page 135) 
Complete 
| A Girl” main quest 
| "adi He te He | chapter 1-5, Proof of Courage 
| “Hunter in Light 
and Shadow” 
| | i 
| Complete 
main quest 
| Hirn Fee He | chapter 1-5, Violet Amulet 


“Hunter in Light 
and Shadow” 


| 

| 
‘Forbidden — | le e sh Complete main | Etro's Forbidden 
| Tome | quest chapter 3-3 | Tome 


Proof of Unlocking 
the Light Gate, 
Proof of Unlocking 
the Green Gate 


Roadworks | * * * From Day 9 


| Key to the Green 
Gate, Key to the 
Sand Gate 


| Roadworks Il. y yx dc | From Day 9 


Oath of the 
Merchant's Guild, 
Bandit's Bloodseal 


Roadworks Ill ice dr From Day 8 





GLOBAL (CONTINUED) 


Facing the steps that lead to the upper reaches. 
of the Industrial Area in Yusnaan, look to the left 
to find the required item. It can only be collected 
between the hours of 11:00 and 16:00. 


The Golden Scarab is found in the Dead Dunes, 
on the Scorched Earth: Upper Level area of the 
Temple Ruins, close to Nolan (who gives the 
"What Rough Beast Slouches" side quest). You 
can only reach it via the ladder in the small room 
to the east of the main chamber on the Scorched 
Earth: Lower Level area. We offer advice 

on reaching it while completing main quest 
objectives in the area on page 98. 


To find the Proof of Courage; you must enter. 
the first building of Luxerion's Holy District after 
midnight. Look for a glowing effect on the floor: 
interact with this to obtain the required item. 


The Violet Amulet is found in a treasure sphere 
south of the Clock Tower in Luxerion. You will 
doubtlessly collect it long before this Canvas 
quest becomes available. 


The required book is found in the north of the 
Poltae village in the Wildlands, on a step in front 
of a doorway; look for the Poltae Headsman and 
Watching Girl NPCs, then turn to the northeast to 
find it. You can collect Etro's Forbidden Tome at 
any point after you reach Poltae. 


To complete this quest (and unlock the highway 
connecting Luxerion and the Wildlands), you need 
to visit the gates at both ends of the closed road. 
Interact with the blocks positioned at the center of 
both gates, and you can then return to the Canvas of 
Prayers to conclude this task. Both sets of shutters 
will be open when you next return to either end of 
the highway. For more information on the purpose 
and primary function of the three highways, see 
page 64. 


Unlike “Roadworks |“, you do not need to 
physically interact with the two gates yourself 
to open the highway between the Dead Dunes. 
and the Wildlands: you simply need to find both 
keys and return them to the Canvas of Prayers. 
Players following our walkthrough will already 
have both in their inventory by Day 9. The Key 
to the Green Gate is found in a treasure sphere 
south of Aryas Village in the Wildlands, close to 
the ruins. The Key to the Sand Gate is found in 
the Oasis Lighthouse area. 


This works in exactly the same way as 
“Roadworks II”: first find, then deliver the 
specified items to the Canvas to unlock the 
highway (this time, linking Yusnaan and the 
Dead Dunes). The Bandit's Bloodseal is found 
in a treasure sphere inside the Shrine of the 
Tablet in the Grave of the Colossi area of the 
Dead Dunes. The Oath of the Merchant's Guild 
is found in the Underground Route, a tunnel 
that leads from the Reveler's Quarter to the 
Warehouse District in Yusnaan 
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This chapter reveals invaluable information on the Loe. you will e 


during your travels through Nova Chrysalia. Be sure to — 
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DATA SHEET STRUCTURE 





All enemy data sheets in this chapter share a standardized format for quick and easy reference. The information they contain includes the basic facts offered by the 
in-game Libra pages, but with many additions and revelations that the game itself does not divulge. The meaning of each cell is detailed on this page. 






Main Attributes: 


* HP: A measure of an enemy's endurance. 
As for several other attributes, we specify 
the default HP for Normal Mode, though 
the actual HP totals can and will vary in 
accordance with your chosen difficulty 
level and current progress (see “Important 
Information” overleaf). 


* Strength: The Strength attribute of the 
enemy — the higher this is, the more damage 
its physical attacks will inflict. 


* Magic: The Magic attribute of the enemy 
— the higher the number, the more damage 
it can deal when it employs magic attacks. 


* Keep: The default/idle value of maintenance 


of the enemy's stance. The higher this is, the 
more difficult it is to interrupt the enemy's 
actions. See page 273 for details on this 
system. 


* For certain monsters, some of these 
attributes can vary in accordance with 
events that occur during battles — for 
example, when an opponent is staggered, 
or when they use a specific ability. In these 
instances, you will find the corresponding 
attribute values in a dedicated row. 


a] Modifiers & Resistances* 


DAMAGE TYPES 


* Damage Types and Modifiers: There 


are multiple possible reactions to every 
type of attack, each corresponding to a 
calculation applied to the base damage. 
Broadly speaking, these are as follows: 


MDOIFIER 





























£ | 120% to 500% 
& | 

E | 100% to 75% _ 
Q | 70% to 30% 
| 1% 10.25% 
= |0% 
= 

a 


2pm 


* Item Drops: The items you can obtain 
for defeating the enemy, with the exact 
percentages and corresponding conditions 
revealed in the Inventory chapter. The more 
advanced items (usually in the fourth and 
fifth slots) can often only be obtained on a 
subsequent New Game» playthrough, on 
the Hard difficulty level. 


* Gil Reward: The amount of gil you receive 
for defeating the enemy on Normal. 


* EP Reward: The amount of EP you receive 
for defeating the enemy on Normal. 





Sospees te Üegretuctet 


Cendaces! Changer Stapper Decey 10 when staggered m 
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— has a weakness. Pertinent attacks * 120% to 500% damage 


* Habitat: The map areas where the creature 
can be encountered. 


* Extinction: The number of enemies of 
this variety that you must defeat to trigger 
the appearance of the Last One — the final 
specimen before the species goes extinct 


* Launch: This reveals if a monster can be 
Launched or not. 


* Disruption: This tells you if a monster can 
be interrupted (for example knocked down, 
or knocked back) when the Cut value of 
an ability that you use is higher than the 
creature's Keep value. 


SCHRODINGER 


WAN Nehete staggering. Domage physica! etacts 2 








* Status Ailment Resistances: These cells show the resistance of your opponent to ailments. The higher this value, the more attempts will be required 
for your status ailment spell to stick (see page 264 for more details on this system). The meaning of the icons used is as follows: 


STATUS AILMENTS 

















* For certain monsters, some of these parameters can vary in accordance with battle events (such as when staggered). In these instances, you will find additional information in a dedicated row. 
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5] Stagger Details: > 


The parameters in these tables are all linked 
to the concept of staggering. They can vary 
based on the condition of your target. A 
“default” condition is exactly what the word 
Suggests: the enemy's basic state. Other 
conditions are self-explanatory. 


* Stagger Point: The threshold to reach for 
the creature to be staggered. The Stagger 
Wave acts as a visual stagger counter. 
All offensive abilities with Stagger Power 
(GA) contribute to developing the wave ° 
(their power is added to the counter), and 
ultimately reaching the Stagger Point. 


* Stagger Decay: The amount of points per 
second that are removed from the stagger 
counter. When Stagger Decay occurs, the 
Stagger Wave pulses at a fast pace and . 
becomes smaller. 


Schemata Preparations 

* Fire- or Wind-elemental spells 
* Imperil ability M 
* Slow or Curse abilities | 


7| 


fl 


Overview 
* Schrodinger has the ability to heal 
itself with Cura. You can discourage 
this behavior by applying Slow to 
reduce the frequency of its actions | 
\ 
I 


or Curse to interrupt them. in battles 
where it accompanies other monsters, 
defeat them first — especially at 
lower levels where Schrodinger 
might otherwise act as a tank for its 
companions 





SUMMARY 


Maximum Wave Preservation: Many 
of your abilities have Stagger Preservation 
values (a$ — also referred to as Stagger Time 
in the game), meaning that they temporarily 
halt the Stagger Decay phenomenon. This 
is represented by the fact that the Stagger 
Wave pulses at a slow pace. Maximum 
Wave Preservation govems how much 
Stagger Preservation you can “stack” 
against each enemy type (and, therefore, 
how long you can keep the wave pulsing at 
a slow pace before it starts to shrink), 


Wave Preservation Decay: This 
corresponds to the amount by which the 
Wave Preservation value is reduced per 
second. Once this decay has brought the 
Wave Preservation value to 0, the Stagger 
Decay phenomenon resumes, 


Duration: How long a stagger condition 
lasts. 


Added Effect: Staggering certain enemies 
can cause them to be automatically 
afflicted by a status ailment. Most 
of these status effects are based on 
traditional ailments, though they appear 
with a hexagonal icon. See page 264 for 
a complete list. 


Effect Duration: How long the added 
effect lasts 


Iterative Resistance: The resistance 
(in percentage) applied if you attempt to 
cause further staggers of the same type. 






Conditional Changes: 





For example, if you stagger a Schrodinger, 
which has only one type of stagger, the 
Stagger Power of any attack attempting 
to cause a second stagger after the first 
one ends will be reduced by 2096. If you 
do manage to stagger nevertheless, the 
Stagger Power of any attack attempting 
to stagger a third time will be met by a 
40% resistance. The last number listed 
represents the limit to which this value can M 
increase. Therefore, Schrodinger retains a 
40% resistance to Stagger Power for all 
staggers beyond the third. 


* Stagger Modifiers: This reveals the 
multipliers applied to various attack types 
or at specific moments. These multipliers 
can affect either the Stagger Power of 
your attacks, or the Damage you deal. For 
example, all spells hitting a Schrodinger in 
its default state (when the battle begins) 
have a Stagger Power modifier of x1, 
whereas physical attacks have a modifier 
of x0, meaning that physical blows do 
Not contribute to stagger. If you manage 
to stagger the creature, however, any 
further staggering becomes impossible for 
the duration of the stagger, but physical 
attacks suddenly deal three times more 
damage, making them far more powerful 
than spells. 


You can find a complete presentation of the 
stagger system, with practical examples and 
applications, on page 266 of the Strategy & 
Analysis chapter. 


BESTIARY 


DATA SHEET 
STRUCTURE 





Refer to these notes to find out about a 
Special variation of the attribute in question 
when very specific conditions are met. 







* Schemata Preparations: 
Recommendations for equipment and 
abilities that offer the most effective 
offensive and defensive options against a 
particular enemy in battle. In certain rare 
instances, we provide a specific Schemata 
setup against the toughest enemies in the 
game. 


* Overview: Presentation of a streamlined 
strategy for a player encountering an enemy 

Y for the first time or early during an initial 
Normal playthrough. Points of reference 
include details on enemy behavior, tactics 








to stagger efficiently, and topics such as 
spawn conditions and valuable rewards 
from successful battles. 


Power Play & Additional Notes: Further 
discussion of aggressive strategies against 
large-scale enemies and bosses, geared 
toward players who are very familiar with 
the game mechanics, or those who wish to 
achieve a relatively painless victory after 
expanding Lightning's repertoire with more 
powerful abilities. These concepts can and 
should be carried over to harder enemy 
variants, such as Last Ones, to form the 
basis of an efficient, high-scoring strategy. 

















Summary: 


For players in a hurry and reluctant to become 
bogged down in details, these short recaps 
distil the most pertinent information in each 
data sheet into bite-sized tips. 









am 
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i ABILITIES TABLES 


For all significant foes (large-scale enemies and bosses), we present information 
on all of their important actions in comprehensively detailed tables. 


Condition: The enemy state in which this attack is available. On occasion, 
the listing includes an additional provision, such as “O”, to indicate that 
parenthetical values apply to a specific version of the enemy. 


Ability Name: The name of the ability. 


Type: The abilitys inherent properties corresponding to one or more damage 
Type. Some abilities carry a Special property that renders them capable of 
bypassing any resistance modifiers due to Lightning's equipment or invoked by 
guarding (although the damage can still be mitigated by Guard Defense). If an 
ability has a Special property but is also classified as Physical or Magic, its 
power is still subject to Bravery/Debrave and Faith/Defaith respectively. 


Power: The base damage madifier of the ability as applied to Strength or Magic 
corresponding to its Type. When an attack consists of multiple hits, each hit is 
represented individually. For example, “0.75 + 0.12 x4" would describe an attack 
with an initial blow (with a 0.75 modifier) followed by four blows (with a 0.12 
modifier each) 


Variation: The percentage variation decrease that is randomly applied to the 
ability's Power. For example, an attack with 1.00 Power and 10% Variation 
means that the final Power of the attack can be anywhere from 0.90 to 1.00 


Cut: An attack property that, if higher than Lightning's Keep, will interrupt her. 
See page 273 for more details 


Keep: The maintenance value of the ability. This overwrites the enemy's 
default/idle Keep value during the execution of the ability and is affected by 
Vigilance and Curse. If Lightning performs an action that has a higher Cut than 
this value, she will interrupt the ability. See page 273 for more details 


Evade & Counter: Indicates whether or not this ability can be dodged (either 
with the Evade ability or through manual positioning) or countered with the 
Counterblow or Counterspell abilities. 


Added Effect: Details buffs bestowed by the enemy, ailments inflicted upon 
Lightning, or any other special effects. For buffs, the duration in seconds follows 
the listing. For ailments, two numbers follow the listing (for example: 60/305]: 
first, the Accumulation value, and second, the ailment's duration in seconds if 
successfully inflicted. See page 264 for details 





:) IMPORTANT INFORMATION 


Deprotect & Deshell: Almost every enemy in the game is susceptible to these 
status ailments. Therefore, our write-ups assume that you will equip and use 
these abilities in all but the most trivial battles. Occasionally, we will make a 
specific point about one or both of these ailments when one is preferred over 
the other, or when you will likely only have room for one of the two ailments in 
a highly specialized Schemata setup 


Attribute & Parameter Modifiers: The attributes and stats offered in our 
enemy sheets correspond to the base values of these parameters on Normal 
and on Day 1. However, depending on your chosen difficulty mode and current 
progress, the game adjusts the values in this section as shown in the following 
tables. Note that gil rewards stack additively across tables, not multiplicatively, 
For example, a Cactuar (5,000 gil default) fought on Day 12 and on Hard Mode 
would drop (5,000 x3) + (5,000 x2) = 25,000 gil. Note that timeline-related 
modifiers do not apply to Cactair, Ereshkigal, Aeronite, or main quest bosses. 






































DIFFICULTY-RELATED MODIFIERS 

PARAMETER 
| EP recovery x2 x1 x0.5 
| Item drop quantities . | i xl if OX | x15 
| Item drop rate xi x1 “m5 | 
| Gil rewards | [ | xl T p: | x3 
| Enemy HP i 08 | x x35 
| Enemy Strength/Magic | x0.6 lam xl x25 
| Stagger Decay x0.5 x1 x1 
| Preservation Decay | x05 IL: xl xi 
EP cost: Teleport 2 3 3 
EP cost: Curaga | 1 | 2 | 2 
EP cost: Arise 2 3 | 3 
| EP cost: Overclock i | 1 i 2 | 2 





Strategy & Analysis: The Bestiary sometimes refers to special tactics or 
abilities, such as using the powerful Jump technique. As these usually require 
specific Schemata setups, we strongly suggest that you familiarize yourself with 
the Strategy & Analysis chapter to learn more about advanced combat concepts. 


TIMELINE RELATED MODIFIERS 


PARAMETER 
Gil rewards x1 x1.5 x2 x3 x5 | 











| Enemy HP [ a| x1.6 | EN 
| Enemy Strength/Magic | Xx | 3 | m6 | 2 | 35 | 
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ENEMY DIRECTORY 





For maximum clarity, all enemies in our Bestiary are sorted in the same order as their in-game Bestiary entries. If you are seeking specific monsters as 
part of a side quest, you can use this to track down those creatures with ease. The classification used is as follows: 


IN-GAME CLASSIFICATION 
SUBTYPE 


* BESTIARY 





« ABILITIES 
TABLES 


IMPORTANT 
INFORMATION 
ENEMY 
DIRECTORY 


QS BEAST! 


MAN-MADE UNIT 


Human 





3 : | [X4] | Goblin MEN Minien Qa — 
a er 
Arcangeli CQ 53 | Desert Sahagin C) — | 183 | [N LT Te 


Aster Protoflorian 





Dan 
Chimera Q 
Chocobo Eater 


Chocobo Eater Q —— 
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CHAOS BEASTS 





_ 99000003 000000880° 


50% 150% 150% 100% 100% 100% 25 5 5 25 25 B 5 25 B 0 





STAGGER MAX 
DECAY PRESERVATION 





CONDITION 5 A POINT STAGGER Mi 


Default 1,000 0 600 150 Stagger Power: all attacks x1 (during Glutton x1,000]. 


9 ADDED EFFECT STERATIVE 
CONDITION DURATION EFFECT QURATÍDN RESISTANCE 





STAGGER MODIFIERS: 


Staggered 5s - = 0 No further staggering. Damage: all attacks x2. 


Conditional Changes: Stagger Decay: 30 when staggered 


NIBLET Q 
_ $9000 003 00E505E8+ 


STANDARD 50% 100% 150% 100% 100% 100% 25 25 2% 225 25 335 25 25 25 0 








TR AEG Pi STAGGER MAX PRESERVATION enn — 
CONDITION STAGGER POINT DECAY PRESERVATION DECAY STAGHER MODINERS 


z 


Stagger Power: all attacks x1 (during Glutton x10). 


Defaut e » 19 Damage: during Glutton, all attacks x1 5. 


ADDED EFFECT ITERATIVE 
EFFECT DURATION RESISTANCE 


STAGGER DETAIL: 


CONDITION DURATION 


STAGGER MODIFIERS 


Staggered 5s - - 0 No further staggering. Damage: all attacks x2. 
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Schemata Preparations 
* Fire-elemental spells 


Overview 

e As one of the most basic enemies 
in the game, Niblets should pose 
no real threat to you even in large 
groups. Their most damaging attack, 
Glutton, is very slow and can be 
Perfect Guarded rather easily. Better 
yet, go on the offensive and sling Fire- 
elemental spells to exploit a Niblet's 
weakness as soon as you see the 
notification for Glutton, This causes 
an instant stagger. 


Niblets halve physical damage, so 
spells are more effective; in fact, 
they are weak to magic. Later on 
in the game, the Firaga spell can 
immediately blast a group of enemies 
to oblivion. 


Last One Note: Niblet C) has normal 
resistance to magic but still halves 
physical damage and is weak to Fire- 
elemental abilities. By the time you 
trigger its appearance, the encounter 
should be little more than a formality 
and the enemy will fall easily under a 
barrage of spells. 


SUMMARY 
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Es STRENGTH MAGIC "css Schemata Preparations 


* Passion Rouge garb 

* Star Bracelet or Thorn of Aggression 
arm accessory 

* Wind-elemental and Imperil abilities 





STANDARD 


an 


Overview 
* A stronger version of the Niblet, * BESTIARY 
Goblot is less of a pushover — 
especially if it catches you off guard 
with Belch, which can potentially 
inflict Debrave, Defaith, and Poison. 
The inherent ailment resistance of 
the Passion Rouge garb, as well as 


ee o e ©) fs) Qi Bg B B Bg a a a B 9 ® supplemental accessories, will help 


to prevent these effects. 
STANDARD 100% 100% 100% 100% 10% "OW 3 30 x 30 30 30 30 o 





Slow is a useful ailment when 

facing multiple enemies. Use Wind- 
‘Decay PRESDNADON Decay STAGGER MODIFIERS elemental abilities to stagger. A Level 
2 stagger (see page 266) produces a 
temporary Confused effect, which 
can be useful when facing multiple 
enemies at low levels of development. 





CONDITION STAGGER POINT 
Detauh 200 1 600 55 Stagger Power: a! attacks x1, Wind-imbued attacks x12. 


AQDED t 31 
EFFECT DURATION 


CONDITION (RATION 


STAGGEN MODIFIERS 





i 
i 
: 
| 
| 


Later on in the game, use abilities 
such as Aero Blitz or Aeroga, possibly 
in conjunction with Magnet, to 
damage multiple enemies at once. 


Last One Note: Goblot Q opens 
immediately with Belch; the Satin 
Scrunchie (see Inventory chapter, 
page 232) will preserve your opening 
buffs, which you can use to exploit an 
induced Wind-elemental weakness 
after applying Imperil. Once these 
opening maneuvers have been 
completed, this enemy falls quickly to 
a sustained assault. 


© CHAOS BEASTS 


2 LM 
* Dreamdragon's Scale 
* Poison 


. rre — 


SUMMARY 
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STANDARD 100% 100% WW ew 10% OR » 3 MU nn» PB » MO » 2X 





Enim STAGRER FINNT TES — m STAGGER MOUIFIERS 





Detauit 400 » 600 150 Stagger Power: all attacks x1, Wind-imbued attacks «1.2. 


ADOED 
EHEC] 


LONGMOK DURATION 


AUGER MOOMRERS 





Staggered Os Cursed 15s 0 ‘Stagger Power: all attacks x1, Wind-imbued attacks x12. 


Staggered (Level 2) o0 Dazed 108 0 No further staggering. 


CHAOS BEASTS 





Schemata Preparations 
* Firewyrm, Watergod, Thunderbird, or Windwalker 

Bracelet arm accessory — 
* Imperil and Slow abilities 





* All exterior areas trom 1600 to 1800 
* Yusnaan (Patron's Palace) 






Overview 

* The Anubys is incapable of extinction and has no 
Last One. It also has a special spawning condition: 
it supplants all other monsters in the majority of - 
exterior areas from 16:00 to 18:00 every day. In the 
field, it is sluggish and easy to evade. Therefore, you 
can plan for this during your travels if you are eager : 
to avoid particular enemy spawns. 





* This enemy has no special resistances and unleashes 


ANUBYS 
: = physical blows that are powerful but very slow — r 
> 3 D © ð B [s] B @ a B @ B w ® End, DNUS telegraphed by "idit — 








apenas pz dp Meses esr Eb We ne af sequences. This makes it an ideal specimen on which 
to practice the timing of Perfect Guards, which have f 

the added benefit of inflicting an instant stagger 

41A0GER MOOWIERS against its sweeping attacks. Physical attacks have 
neon ane a ard no staggering power when the Anubys is idle. r 

— = - = = engineer vri erken * When you fight against two at once, the Slow 

ailment drastically reduces the potential for both 
— STAGGER MODIFIERS enemies to attack simultaneously or consecutively. J 

Imperil induces elemental weaknesses for you to 

Staggured 5 Unprotected 10s 20%/40% No further staggering. Damage: all attacks x2. exploit in order to expedite the battle. 





Staggered by " diuidi ü " fidis pelis VU ay * The Anubys can drop Death Herald, a handy weapon 
in the early stages of the story. 
Conditional Changes- Stagger Decay. 10 when staggered 

SUMMARY 
Use Slow to delay its actions, and Imperil to induce elemental 
weaknesses. To stagger, use magic attacks, physical attacks only r 

Schemata Preparations p 

* Firewyrm, Watergod, Thunderbird, or Windwalker 4 


Bracelet arm accessory 
* Imperil and Slow abilities 


Overview 

* This enemy is very similar to the Anubys, with only a = 
few noteworthy differences. In the field, it performs 
a quick sideways swipe to initiate combat, which 
may catch unaware players off-guard. This attack is 
also featured in battle and does very little damage. 
On the other hand, its overhead lunge attack is 
rather powerful and should be guarded properly. 


* Physical attacks only contribute to stagger just before 
and after an attack, and magic attacks deal little 


ð E] ð o [2] ð B Bg a B a B @ B ww ® damage to the enemy's default state. The best option 


seek ak rek oe meen nnn » x ee ae » » » o» is to power through with physical attacks, especially 
after inflicting Imperil and exploiting its weakness 
with an auto-elemental arm accessory, or Perfect 
Guard the enemy's horizontal swipes to stagger, 
making it more susceptible to magic damage. 








zen POINT d STANGEN nu. 





Stagger Power: when enemy idle, magic and elemental s 
Detaut soo 5 500 so erb gi jelmer * As with the Anubys, Set drops an above-average 
" Perlect Guard x1. weapon: the Executioner's Axe. 


* Set cannot be hunted to extinction, and has no Last 
One. It can be profitably farmed to replenish EP 





Staggered EN Dazed n 10% No further staggering Damage: añ attacks 2. prior to more challenging encounters in the God's 
ree Sanctum area. 

5 Unshelled Sa 20% No further staggering. Damage: all attacks x2. 
hes SUMMARY 


Conditional Changes: Stagger Decay: 10 when staggered by Perfect Guard 


Guard the enemy's horizontal swipes to stagger or take it 
lector iiid 
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LIGHTNING RETURNS. is 


FINAL FAN 





STANDARD 


à — rr — 


* All exterior areas from 04:00 to 06:00 — 
* Wildlands (Temple of the Goddess) 





—— 
* Adamant Malistone 


p x x 840 un 


MEONEKTON 





— 


——— 


20% 20% 200% 200% 200% 200% 10 


- STANDARD 





STAGGER MAX PRESERVATION 


CONDITION DECAY. PRESERVATION DECAY 


STAGBER POINT STAGGER MODIFIERS 





Stagger Power: ali attacks x1; during Eerie Soundwave 


Default 300 1 10 5 ali x5. 


ADUED EFFECT 
EFFECT DURATION 


ITERATIVE 


RESISTANCE STAGOER MODIFIERS 


CONDITION 


DURATION 





Magic Stagger 2s Unprotected Ws No further staggering, Damage: all attacks x1. 


Unshelled 30s 


Physical Stagger 10s 


No further staggering. Damage: all attacks x1. 









* See Meonekton 
* Uttimate Lair (Floor 16) 


KEER 
1 x 


99009000B 


20% 20% 300% 300% 300% 300% 10 





— TA STAGGER MAX PRESERVATION — — 
CONDITION STAGGERPOINT “DECAY PRESERVATION — DECAY STARGER MODIFIERS 





Power: all attacks x1; during Eerie Soundwave 


Default 500 1 10 5 all attacks x5. 


ADDED EFFECT ITERATIVE 
EFFECT DURATION RESISTANCE 


CONDITION 


DURATION STAGGER MODIFIERS 





Magic Stagger 2s No further staggering. Damage: all attacks x1. 


Physical Stagger 10s No further staggering. Damage: afl attacks x1. 


Schemata Preparations 

* Firewyrm, Watergod, Thunderbird, or 
Windwalker Bracelet arm accessory 

* Elemental spells 


Overview 

e Just as the Anubys dominates 
late afternoon enemy spawns, the 
Meonekton replaces other opponents 
in most exterior areas from 04:00 to 
06:00 every day. We would advise 
that you avoid them on Day 1: until 
Lightning is a little stronger, they can 
be something of a thankless grind. 


eThis enemy seems to be designed 

to test your guarding capabilities. 
Its physical string and Ruin spell 
are capable of interrupting you. 
Eerie Soundwave can inflict multiple 
ailments. Finally, Force Darts is a 
fast ranged attack that inflicts a 
surprisingly large amount of damage 
against an unguarded player; quick 
reactions will enable you to Perfect 
Guard against this to stymie its 
injurious potential. 


e In addition, the Meonekton is resistant 
to damage when not staggered. The 
best time to build the Stagger Wave 
is when the enemy is preparing Eerie 
Soundwave. Note that staggering 
with a physical attack induces the 
Unshelled effect, while doing so 
with a spell induces the Unprotected 
effect. Once staggered, the enemy 
succumbs quickly to your attacks as 
its defenses fall. 


* Last One Note: Simply follow the 
same approach you take against a 
regular Meonekton and this Last 
One should fall without too much 
trouble. Given that the only plausible 
way to encounter this enemy is in 
the Ultimate Lair, you will likely 
have access to much more powerful 
staggering options at that stage, such 
as Jump or -ga spells. 


SUMMARY 





* BESTIARY 


* CHAOS BEASTS 


CHAOS BEASTS 





Schemata Preparations 

* Wind-elemental abilities 

* Imperil and Slow abilities 

Overview j 
* While a Skeleton may seem imposing, | 
it presents a straightforward battle, 

as it will only use physical attacks. | 
Slow will greatly hinder the enemys | 
actions; prioritize this ailment when 
fighting two Skeletons at once. 

Players at lower levels of development 
will want to use Perfect Guard 


SKELETON 
against Blood Sword. Back away from 
0000 000R00E0008800 the enemy to increase the animation 


voo 100% 100% 100% 10% 10% X% æ 9» » 9» 9» X x yv window for a Perfect Guard. Match 
your input with the top of the enemy's 
leap. Wind-elemental attacks are 











best-suited to produce a Stagger. 
Last One Note 1: As with the regular 
Skeleton, inflict imperil and Slow and 
ADDED ERO RENE STAGOER MDOIFIERS hammer away with Wind-elemental 
j abilities. If you are underdeveloped, 
Staggered 20s Cursed is L] Stagger Power: all attacks x1, Wind-imbued attacks x! 8 consider equipping physical 


resistance accessories or inflicting 
Debrave to decrease damage from 
incoming attacks. A Level 2 stagger 
(see page 268) will produce an 
Unprotected effect, allowing you to 
rack up physical damage more quickly. 


Last One Note 2: The Bonecracker 
weapon dropped by this enemy is a 
stronger version of the Brittle Bone 
dropped by a normal Skeleton and 
can prove very valuable thanks to 
its powerful Deprotect Chaser auto- 
ability if you make an effort to acquire 
it relatively early. 


Staggered (Level 2) i Unprotected tis a Na further staggering 


SUMMARY 





oo00008BBODBEDUEB* 


100% 100% 100% 100% 10% 100% 30 3 WO W MW » w xv o» 





Detsuk 400 2 600 E] Stagger Power: alt attacks x1, Wind-imdued attacks x15. 





COMOITION HINATIOR £ FECT DURATION ar SRE TARIOE STANGER MODIFIERS 


Staggered v Cursed 12s 0 Stagger Power: all attacks x1, Wind-imbued attacks x15. 


‘Staggered (Level 2) LJ Unprotected us [] No further staggering. 


160 


LIGHTNING RETURNS. 
FINAL FANTASY, XI 


Schemata Preparations 

* Thunderbird Bracelet, Thorn of 
Courage, and Thorn of Aggression 
arm accessories 

* Sparkstrike or Electric Blitz abilities 

* Imperil or Curse ability 


Overview 

* The Thorn of Aggression, which 
grants you opening Vigilance and Veil 
effects, helps tremendously against 
Gaunts, who can otherwise interrupt 
you easily with their Aerora spells 
and inflict multiple ailments such as 
Debrave, Curse, and Poison. 


* BESTIARY 





—— A 
oeooooOBBHOUDBSOSUHEBoe 


100% 50% 100% 100% 120% 100% 30 3 0339 3 3 3 V 3 3 V 29 F 


Gaunts halve magic damage and only 
Lightning-elemental attacks have any 
staggering power, so use Sparkstrike 
CONDITION c Seer = WESTIN dr STAG iERS and Electric Blitz to stagger the 
enemy. Otherwise, go for the quick 
finish with physical abilities powered 
by the Thunderbird Bracelet. The 
latter approach is preferred when 








Default 1000 5 600 50 physical attacks x1 5, Lightning-imbued 


atm 


ADDED EFFECT (TERATIVE. , s des 
EFFECT DURATION. RESISTANCE fighting two enemies at once, as It is 


Staggered 15s Cursed 60s 2% No further staggering. Damage: physical attacks x3, to your great advantage to eliminate 

ah one as expediently as possible; - 
Imperil and Curse will enable you to — 
interrupt an enemy continuously and 
prevent it from casting its spells. 


i CONDITION DURATION 





* CHAOS BEASTS 


Last One Note: Gaunt Q will open 
with a physical attack, followed by 
Aeroga and Aerora. His spells cause 
severe damage; the Preta Hood is 
recommended to tank if Lightning's 
HP is low or if the enemy is at 
maximal strength (on Day 13). Avoid 
a battle of attrition at all costs and go 
on the offensive as soon as possible. 
Consider Overclocking to guarantee 
your victory. Alternatively, if you 
begin the battle against Gaunt Q by 
immediately using a disruptive attack 
such as Heavy Slash, you will trade ` 
initial blows with the enemy but delay 
its casting of Aeroga — you should 
then attempt to defeat it before it can 


- ooo0oooBnGOgBDBSSUESSGOS x 
ECCE oe o m ison tos co mo 99 9 o9 m m o9 o9 o o» 
| CONDITION STAGGER POIN jl STAGGER MODIFIERS 





SUMMARY 





CONDITION DURATION ADDED 


STAGGER MODIFIERS 





EFFECT 





| Sud "ne Cursed Os an vvv 
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CHAOS BEASTS 


oe 
EN «= * Black Mage or Ignition garb 
* Firewyrm Bracelet and Thorn of Will arm 


Wildlands (Jagd Woods, Rocky Crag, * Deshell and Curse abilities 
“opte of tha Bosseasas 






Des 

Aarora Overview 
“ir Mane * Dryads are weak to Fire-infused abilities, 
=a but summon reinforcements. Generally, 
they attack with Aero. In groups, they 
will congregate to heal each other with 


Aerora. Occasionally, they will also attack 
with Aerora. 


3 — * When a group of Dryads gathers to heal, 
eoooooóoBmHODSS)SÓ2UgEHB:oSs run up with a basic physical attack and 
W% MOX 10% so% Sh WK 39 X X v » x» » x » » » x» follow up with Area Sweep to interrupt 
multiple enemies at once. If available 
to you, Heat Blitz is a very efficient 











- alternative. 
Default 200 u eo zo RASEN e Because reinforcements significantly 
prolong the fight and offer no additional 
STAGHEN MODIFIERS rewards, it is highly recommended to 


focus your attacks on one Dryad at a 
time. A Dryad will usually only employ 
Summon when its HP falls below 50%, 
so it's a good idea to defeat them with 
a concerted assault. If you inflict Deshell 
and Curse and use the Black Mage's 
Rapid Fire ability, you can interrupt a 
Dryad constantly with spells and easily 
prevent it from ever summoning. Also, 
you will enjoy additional staggering 
bonuses by using Fire-elemental abilities 
while a Dryad is casting spells. 


Last One Note 1: The same principles 
used against a regular Dryad apply here. 
Open with Deshell and Curse before 
switching to your elemental magic garb. 
You can interrupt the enemy constantly 
by alternating your Fire-elemental garb's 
primary ability with an equipped Fira to 
avoid finales. Using both Black Mage and 
lgnition should guarantee a sustained 
offense to deplete the enemy's HP if you 
are at low levels of development. 


Last One Note 2: The Sniper's Gloves 
arm accessory dropped by this enemy 
carries a very interesting auto-ability for 
players wishing to maximize Lightning's 
magic damage by boosting the damage 


990000B8GUDGEODEBe9 777mm 


emo eoo 0 909099 om m9 o» o» 








SUMMARY 





Stagger Power. Firo-imbued attacks x! (12 when enemy 
Detour soo 2 200 wo — on Fre 2 





STAGRER MANHIFIERS “ae ae e 
. Ce ar ts 


Staggured 108 Unprotected — Permanent 0 No further staggering Damage: all attacks x2 | way to prevent summoning of reinfor 
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Defauit (2 Wings) LJ 5 


Defauit (4 Wings) $00 3 


eoeooooóoBBDODSESDOSmoe 


sw% 10% Wh OS SW SX ») 333 DH 0 100 » x » » m» 





Power: elemental attacks x0 2 (x1.5 while enemy 
is casting spells, x2 during Wings of Destruction) 


Stagger Power: eiemental attacks x0 5 (x1.5 while enemy 
is casting spells, x2 daring Wings of Destruction). 





Staggered (2 Wings) & 


Saggered (4 Wings) EN Dared 


Conditional Changes: Magic: 250 for Arcangel with four wings 


Defaut (2 Wings) 500 5 


Default (4 Wings) Ll 5 


eoeo0o000BBDDSS5DOSsHo* 
BE ennn o o n nnen» 


No further staggerng. Damage: physica! attacks 12. 
elemental attacks 2. 


No further staggering. Damage: physical attacks «2 
elemental attacks x2. 





Stagger Power: elemental attacks x02 (x1 5 while enemy 
is casting spells, x2 during Wings of Destruction) 


‘Stagger Power: elemental attacks x0.5 (x1.5 while enemy 
is casting spells, x2 during Wings of Destruction]. 





Staggered (2 Wings) Os 


Stoggered (4 Wings) és Darod 


Conditional Changes: Magic: 750 for Arcangeli with tour wings 


No further staggering. Damage: physical attacks x2, 
elemental attacks x2. 


No further staggering. Damage: physical attacks x2, 
elemental attacks x2. 








LIGHTNING RETURNS. 


FINAL FAN T AS Y, Xi 


Schemata Preparations 

* Preta Hood head accessory 

* Nacre Cameo and Thorn of Courage 
arm accessories 

* Slow and Curse abilities 

* Brave Thief auto-ability 


Overview 

* This enemy is similar to the Gaunt. It 
will typically begin a battle by casting 
Imperil and follow with Element or 
Elementa, It takes very little damage 
from magic and naturally halves all 
elements, so your offense should 
focus on physical attacks. 


Arcangeli can restore health and 
bestow Faith upon itself. Remove the 
status effect immediately with Brave 
Thief. The enemy will then prepare 
Wings of Judgment, which deals 
massive magic damage. Absorb the 
hit in a Schema equipped with the 
Preta Hood, or unleash elemental 
attacks with high Stagger Power as 
this enemy ability is being charged. 
With the staggering bonus to your 
attacks, you may be able to interrupt 
the enemy with a stagger before it 
can complete its action. 


Last One Note 1: On a first playthrough, 
Arcangeli Q is best avoided until after 
you have completed all the trials and 
acquired the Ultima Weapon. The 
battle plays almost identically to one 
against a normal Arcangeli, but you 
can easily avoid having to deal with 
Wings of Judgment by Overclocking 
for a quick finish. 


Last One Note 2: The Forsaken Tie 
arm accessory dropped by this enemy 
offers a unique auto-ability that 
widens the window for performing 
offensive or defensive moves with 
Perfect Timing. 









* BESTIARY 


* CHADS BEASTS 
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CHAOS BEASTS 








Schemata Preparations 
* Physical resistance accessories or 
Debrave ability 





HP 
180,000 Lo 
150.000 





120 s led * Firewyrm, Watergod, Thunderbird, or 
vins [E mmo | Windwalker Bracelet arm accessories 
— — — * Elemental abilities corresponding to your 
Palace Garden) * Charged Strike chosen arm accessory 
+ Yusnaan-Dead Dunes Highway Magnet 


* Beat Down ability 
e imperil and Slow abilities 


Overview ! 
* At low levels of development, the a 
Cyclops's physical attacks can be brutal. 
Inflicting Debrave drastically lowers the 
power of its blows and is the best way to 
reduce damage taken from them. 


LIBE CYCLOPS 
eoooooóoBBOUDSSOZSBUBEgBs 


* The Cyclops has very little resistance ta 
ailments in general. Poison is a viable 
option as long as you can maintain it 
constantly for a gradual but persistent 
effect. 


100% 100% 100% 100€ 10% 10% 40 © © 0 © © 0 © © € € a 





190 150% 150% 1750 150% 190% 20 207 MW 230 H 0 2 X 


* = —— meri? STAGGER MAX PRESERVATION A aNMEtENS 
CONDITION STAGEER PUIN DECAY PRESERVATION DECAY EA MODIFIER 





: — * To stagger a Cyclops, use physical attacks f 


Annen EFFECT ITERATIVE 


CONDITION UURATION. EFFECT DURATION — "RESISTANCE 





mode), magic attacks xf. 


STAGGER MOOIFIERS 


Stagger Power: physical attacks x8, magic attacks x0 


(Beat Down/Jump is ideal) or Perfect 
Guard when the beast swings its club. 
The enemy becomes weak to all elements 
with Imperil. An auto-elemental arm 


Staggered 10s Brame 3» 20/4088 : 
— — accessory is a great way to augment your 
Staggered by ‘Stagger Power: physical attacks x8, attacks x f 
—— 0s Painea 2s aam —— e offense at the beginning of battle. 
Staggered (Level 2) 3s Unprotected 30s 20/405 No further staggering. Damage: ali attacks x3. i2 Once half of its health is gone, Cyclops 
will become enraged. Its attacks get much r 
stronger, but its defenses weaken as well . 


* Seo Cyclops 





eoooooBnBODOBSÓZSEsSs 


MOX 1008 10% 100% 0 10% 6 60 o o 60 0 90 9 90 90 90 W 







DEFAULT 


RAGE MODE 





30% KON 150% 10% 19% 10% V V V V X X V PD VD V BV H 


In particular, it becomes susceptible to 
launch with -ga spells. This is the time to 
persist in your attacks, but do not neglect 
to guard, especially against Stomp, 
which leads to severe damage if you are 
launched into the air. 


Power Play and Last One Notes 

* As your parameters grow and your 
inventory expands, this enemy becomes d 
trivial, as you can easily exploit elemental 
weaknesses and, with an auto-elemental 


effect and either the Thorn of Courage or 2 
Thorn of Will, rapidly deplete its HP-foran F. 
easy win. | 


* Against the Last One, use either Splendid 
Admiral or Intruder for Transform Bravery 
or Transform Faith and trigger these 
auto-abilities. You can then proceed. to 
Overclock and hammer away at the enemy 
for a quick resolution to the battle. 


CONDITION — point Shanes PAESERVAT "Marsh STANGER MODURERS SUMMARY 
Power: physical attacks x1 (x! 5 when in Rage 
Defaut 6 D Stagger 
" oe 5O model magic atacks x0. eee 


3 rm mm ITERATIVE 
DURATION EFFECT DURATION — MLSISTANCE 


CONDITION 





STAGGER MODIFIERS 


Stagger Power: physical attacks xB, magic attacks «0 





Damage: à! attacks x2. 
Staggered by 10s Pained 2s 208/408 Stagger Power: physical attacks x8, magic attacks x9 
Perfect Guard D all x. ne 
and dolest R auc BOI wre Dee 
Staggered (Level 2) * Unprotected — 35 20%/40% No further staggering. Damage: al attacks x2. of attrition, P 
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ABILITIES 


EVADE & COUNTER 


LIGHTNING RETURNS. 
FINAL FAN T AS Y. XII 





ADDED EFFECT 





Swipe 
Magnet 
Evil Eye 
Full Swing 


Stomp 


Squash 


Rampage 


TYPE POWER VARIATION 
Physical 1.00 33% (Q: 20%) 
Magic 0.10x3 | 10% (CQ: 5%) 


Magic, Fire | 0.50 33% (Q: 20%) 


Physical 1202 | 33% (Q: 20%) 
| 0.30 

Physical | 0.30 33% (Q: 5%) 
0.50 


Physical, Fire 4.00 33% (Q: 20%) 


1.20 
0.80 

Physical, Fire 33% (Q: 20%) 
0.80 


2.50 


50 


35 


35 


60 


35 


65 


50 


KEEP 


65 (0: 70 
| 60(0:70) | 
| 60(0: 90) | 
| 65(0:9) | 


80 (Q: 90) 


80 (Q: 90) 


80 (Q: 90) 


Curse: 40/60s (CQ: 40/905) 
Slow: 100/15s 


* BESTIARY 


(Final hit: Deprotect: 100/20s) 


* CHAOS BEASTS 





CHAOS BEASTS 
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 .eoooooBGODOSZUSE 
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STANDARD 





STAGGER 
DECAY 


CONDITION STAGGER POINT PRESEPATIOR STAGGER MODIFIERS 





‘Stagger Power: physical and magic attacks to the body x! 
(during Hellhowling x5), elemental attacks x0, attacks to 
either head x0. 


STAGSER MODIFIERS 


CONS (TION 





Staggered $5 No further staggering. Damage: all attacks x2. 


- CHIMERA 0 i 


o0000088DDBSZDUEBo 
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MAX 
PHESERVATIDN 


PRESERVATION 
MECAY 





CONOTTION STAGOER POINT STAGGER MODINERS 

Stagger Power: physical and magic attacks to the body x1 
(during Hethowhng r5} elemental sttacts x0, stacks to 
either head x0. 


EFFECT 


DURATION STAGGER MODIFIERS 


DURATION 





CONDITION 


Staggered No further staggering. Damage: all attacks x2 


Schemata Preparations 


Splendid Admiral and/or Intruder garb 
Watergod Bracelet, Nacre Cameo or 
Enlister's Gloves, and Thorn of Courage or 
Thorn of Will arm accessories 
Ice-elemental, Imperil, Slow, Poison, and 
Curse abilities 

Brave Thief and Jump auto-abilities 


Overview 


You can induce a weakness to Ice-imbued 
abilities in this three-headed monstrosity 
with an application of Imperil. If you 
also inflict Curse, Blizzaga is capable 
of launching it. A good way to open the 
battle is to weigh it down with ailments 
(especially Poison) and go on the offensive. 


At least one Schema with Beat Down — 
or even better, Jump — is recommended 
to stagger. The Nacre Cameo can also be 
helpful if you wish to ignore Hellhowling 
and take advantage of the staggering 
bonuses offered during its execution 


Chimera is capable of bestowing Faith with 
Electrify, as well as Protect with Updraft. 
In addition, staggering it produces an 
Unshelled effect. For this reason, magic 
damage tends to be more efficient in a 
drawn-out battle. 


The Chimera's left (yellow) head uses 
the Lightning-imbued attacks Charged 
Smash and Shocking Breath, while the 
right (green) uses the Wind-imbued Sonic 
Smash and Wind Breath. Unleashing 
Heavy Slash immediately after any of 
these moves should be enough to disable 
the acting head temporarily if you have 
Bravery active (from Splendid Admiral) 


Beware its Hellhowling and Helldiver 
attacks, the former of which carries Imperil 
and Dispel effects, while the latter is a 
strong leaping attack. Storm of Steel, only 
used by the Chimera when all three heads 
are active, is the enemy's ultimate assault. 


Note that, outside fixed encounters, this 
enemy cannot be spawned until after 
you have completed the Trials in God's 
Sanctum. 











Power Play and Last One Notes 

* On Normal Mode, you can Overclock and likely 
finish this enemy off preemptively with Army 
of One, especially if you trigger both Transform 
Bravery and Transform Faith. This is much 
easier to do after you have obtained the Ultima 
Weapon. 


* You may opt for a purely physical approach 
against a normal Chimera. Inflict Deprotect, 
Imperil, Slow, and Poison and attack 
relentlessly in an Overclocker Schema (see 
page 291) with a garb such as Equilibrium+. 
If you run out of ATB, switch to a Ravager 
Schema (see page 291) to stagger and buy 
more time to finish the enemy off before your 


* Chimera Q is a much more resilient foe. Its 
auxiliary heads are more difficult to disable, 
and Poison, while effective, takes two casts 
to apply and must be refreshed constantly. 
Stagger aggressively with Jump and take 
advantage of damage windows to Overclock. 
Trigger Transform Faith judiciously with the 
Intruder garb. Also, be sure to use Faith 
Feeder whenever the enemy buffs itself to 
power up your spells further. 


* |f you have room in your inventory, consider 
purchasing an Enfrost Potion before the Final 
Day specifically for the fight against the Last 
One. Otherwise, bring healing potions and 
equip head accessories such as the Ghostly 











Shawl. Set up an Overclocker Schema with 
Ruin and Blizzard, ideally with the latter 
carrying an Ice-Attribute attacks +10% auto- 
ability. Maintain Slow and Poison at all times 
and stagger to exploit the Unshelled effect to 
its fullest. 





SUMMARY 





























Auto Enfrost effect expires. Hood, Preta Hood, Falcon Charm, or Toasty 
ABILITIES 
Swipe Physical 080 | 596 50 70 - 

| Fire Breath | Magic, Fie | 150 | 5% 45 90 x z | 
| Body and Firepower | Special - - - 60 | - | Enfire: 40s | 
Main Head edi = | | 

Helldiver Physical 180 | — 59 65 90 Z l- 

| | — 
Hellhowling Magic | 010 5% 30 70 x | imperil; 100/905 





Lightning 
| Head 








| Dispel: 150/- 
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Schemata Preparations 

* Passion Rouge garb 

* Status resistance accessories 
* Wind-elemental abilities 

* Imperil and Slow abilities 


Overview 

* The natural ailment resistance of 
the Passion Rouge garb makes it the 
perfect foundation for a tank-type 
Schema to guard against any of an 
assortment of ailment spells that 
Grendel can cast h 


Be sure to guard against its strongest 
attacks: Hellkraft, which can be 

e ə ð ð ð ð 8 & B B a a a a E B z M incredibly disruptive if you allow it to 
TR a wu d MU AC UU s à launch you, and Shadow Clan, which 
inflicts multiple hits. 


Grendel begins the battle by erecting a 
barrier that bolsters its defenses with 
Protect and Shell effects. To deal any 
appreciable damage to this creature, 
you must stagger it to expose a 
weakness to Wind-elemental abilities 





PROTECTIVE CIRCLE as ax DS OX SO% ON 100 1 60 60 100 wo 100 1 mw 0 w o 








m OURATION poen tet DUMATIGN ERATIVE nouum 7 > : 
CONDITION QUEATION Rita EFFECT DURATION RESISTANCE TADGER MODIFIER and render it susceptible to ailments. 
Until next Take advantage of this opportunity 
Staggered with Unprotected and due: 
Qs Protoctive Circle/ 0 Back to default. A 3 x 
Protective Circle on Unsheled — Absohate Barrier — to use an Enaero Potion to maximize 


your damage output. If you manage to 
induce a second stagger, Grendel will 
become temporarily disabled. 


Staggered 15s Knocked down - 0 No further staggering. 


Séance is your cue to pursue stagger 
as aggressively as possible, especially 
with Wind-elemental abilities. If you 
allow Grendel to “charge” this ability 
to its completion, it will gain Veil, 
Bravery, and Faith. Fortunately, it has 
a very long animation delay. 


Power Play and Parandus Notes 

* If you are in possession of an Enaero 
Potion, consider Overclocking during 
a stagger to deal Wind-elemental 
damage and produce the second 
stagger. If you couple this with 
Imperil and either Bravery or Faith, 
it is possible to deplete most of the 
enemy's HP in a single stagger — even 
at low levels of development. 





$900008HDDBBDDRE e 


From Day 8 onward, Parandus 


calves TOR: D Io MON (AO: tm replaces Grendel, but aside from the 
15% 15% sok 80& SO 100% 100 30 so eo 10 100 100 10 d o iwo o strengthening of several parameters, 
the fight plays identically to that of 
Grendel. 
SUMMARY 





Unprotected and 
os Unshelled Protective Circle/ 0 Back to default. 


Staggered 15s Knocked down . 0 No further staggering, buffing items. 





LIGHTNING RETURNS. 


FINAL FAN TAS Y» XM 


ABILITIES 


ABILITY 


POWER 


VARIATION 


ADDED E 





Protective Circle 
(Grendel) 


Absolute Barrier 
(Parandus) 


Claw Swipe 
Tail Swipe 
Ruin 
Ruinga 

| Fire 
Blizzard 
Thunder 
Aero 
Fira 

| Blizzara 

| Thundara 
Aerora 


Element 


Elementa 


| Debrave 
| Defaith 


Deprotect 


| Deshell 

| Imperil 
Slow 
Poison 
Curse 
Pain 
Fog 


Disaster 


Breath of Rancor 


Séance 


Shadow Clan 
(Grendel) 
Gloria Mundi 
(Parandus) 


Hellkraft 






























































Special - - - 95 - Protect and Shell until staggered 
Physical 1.00 10% | 40 | 95 £1 T RAP 
Magic — | 100 | 10% | s | e EX | = ] 
Magie | 200 | 10% | oo | e] wee |= ] 
Magic, Fire 0.50 10% 20 90 x > 
Magic, ice | oso | 10% | 20 | 90 i ob ree 
| Magic, Lightning 0.50 10% 20 90 x E 
|! Mec wind | 08 | 10% |2|9]| x | m 
Magic, Fire 0.75 1096 35 0 | x — 7 " i 
| Marke | 0.75 | 10% | e| eoe | 
Magic, Lightning | 0.19 x4 | 10% 35 90 | x = _ E | 
| Magic, Wind | 019x4 | 10% | 35 | 0 | x ]|- - a | 
—— 0.50 x4 10% 20 90 x p 
0754+ 3 — 
wet oo | | oe i 
0.19 x4 a | IE 
Magic 0.75 10% 10 90 x Debrave: 150/20s ES f | 
Magic 05 | 10% | 10 | 90 X | Defaith: 150/205 | 
Magie 075 10% 10 90 x —— 150/20s (Grendel),180/30s 
Magic 075 | 10% | 10 | s% | X Deshell150/20s (Grendel), 180/30s (Parandus) 
Magic 0.75 10% | 20 | 90 X —— | imperil: 35/50s 
Magic 05 | 10% | 2 | 9 | X |Slow.35/0s — 
Magic 0.75 10% 20 90 x Poison: 35/50s ere | 
Magic 075 | 10% | 10 | so | X | Curse: 150/20s (Grendel), 180/30s (Parandus) | 
Magic 0.75 10% 20 90 x | Pain: 35/15s (Grendel), 180/12s (Parandus) - jJ 
Magic 075 10% 20 9 .X Fog: 35/15 (Grendel), 180/12s(Parandus] — 
Magic 08035 | 3% w | 95 x oii. ME —— 
ii 1.10 M" | æ 7 | — 180/30s 
Magic 0.75 | r in E ‚Poison: 100/108 ——  — E 
Bravery: 500s (Grendel) 
Special -= - - 95 = e 500s 
igilance: 500s (Parandus) 
Veil: 60s | 
| 10x4 Gli x de 3m 
Magic | 062538 | 5% | 10 | 95 | X | Extend ailment duration: 50/15s 
MESSE m 85 P 9] | et = NM 
Magic | Wi gs EK I= 
300 | 10% 
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* Ereshkigal, the enemy awaiting you at the end 
of the Ultimate Lair, is a flying creature, which 
is of great tactical significance when planning 
your Schemata setup. When defeated, it 
relinquishes the Ultimatus garb, a Diamond 
Matinee Necklace and, perhaps best of all, a 
+10 increase to your Maximum ATB. 





Our strategy here is recommended if you 
wish to obtain a perfect five-star rating on a 
first playthrough. For best results, you should 
set up your Schemata as shown. The only 
required recovery item is one elemental Potion 
corresponding to the elemental spell on @, 
ERESHKIGAL but you may want to bring at least one Ether, 
one or two items that bestow Bravery, and a 
revival item just in case things go awry. Note 


eooooóBmHoOgggsoggssose that you can pick up some of these on the floors - 


Ws tok wA wi hok WX 59 NK u NW NR ws W Ww W we preceding the Ereshkigal encounter. 








Initially, your opponent will erect two barriers 
and bestow buffs. After this, its behavior centers 3 
on countdown cycles consisting of “Meteor 
unleashed”, "Words of power intoned...”, 
“Gathering energy...”, “Invoking Meteor..." and, 
finally, “Meteor”. The power of Meteor increases 
Detect T n 10 MAE vette s, with each successive casting, corresponding to 
multiple additional hits of 3,000 damage that 
cannot be mitigated by anything other than 
Guard Defense. Between individual steps of this 


35% SN 10% 105 18 MOK 70 70 MW nnna n a n wo n» o» 
o w s € ww vo 89 








Stagger Ws Fopged 2s 0 Stagger Power: all attacks x), during Grand Impulse x4, countdown, Ereshkigal will use its other abilities, 
during Judgment or Final Judgment x6. Damage: all the most worrisome of which is Resonance. The 

Stopgered (Level 2 35 Unsheiea 3x o me, good news is that Ereshkigal's speed is fairly 
pedestrian and can be further decreased with 

Staggered (Level 3) $0s Unprotected 6 2S/SQ7SU — No further staggering. Damage: sil attacks x3. Slow. This is the key to a successful strategy 


with a low-level Lightning 
ABILITIES " 


CONDITION 





Fixed Damage: 





Giga Meteor Special 2,000 x1-x15 0 80 100 x - 
Tera Meteor | 
Exa Meteor J 
Firaga Magic, Fire 3.50 3% 50 75 x - 
Blizzaga | Magic, ice | 3.50 3% 50 75 x - - 
Thundaga Magic, Lightning 0448 3% 50 75 x 
Aeroga | Magic, Wind | 044 x8 ] 3% 50 75 x - 
Trine Magic, Fire 1,00 x6 5% 45 80 x - 
| | One of the following 
Debrave: 200/40s 
Defaith: 200/40s 
Deprotect. 200/40s 
Judgment Magic, Lightning 200 5% 60 80 x E MEE 
Slow: 200/30s 
Default Poison: 200/40s 
Pain: 200/20s 
i i | | i i | Fog; 200/20s 
Grand Impulse Physical 3.00 5% | 60 80 | x* | Dispel: 200- 
0.10 | | 
0.20 
0.30 
0.40 
0.50 
100 
Resonance (13 hits) Magic = ox 5 80 x 
250 
300 
4.00 
5.00 
+ 800 + + 60 - + 
Bravery Magic L - - | - | 75 x | Bravery: 60s 
Faith Magic - - - 75 x Faith: 60s = 
Protect Magic | - - | m ag 75 x | Protect: 60s i 
Shell Magic - - - 75 x Shell: 60s 
t + 4 | 4 ! 
Hexine Magic, Fire 1,00 x18 5% 45 80 x 
After Awakening Final Judgment | Magic, Lightning — 2.00 x3 5% | 60 == 80 | x* See Judgment 
Super Nova Magic, Special B 20.00 5% 75 90 x - 


170 “Evade is effective 





* Once half of the monster's HP is gone, it will use 
Awakening and forego any defensive barriers. This 
relaxes its resistances but doubles its Strength 
and Magic. In addition, there is a shorter delay 
between its actions. Most significantly, its ultimate 
ability Super Nova becomes available — this attack 
is almost impossible to survive without Defaith, as 
it ignores resistances in the same way that Meteor 
does. Fortunately, if you properly execute some 
variation of our strategy here, you can completely 
avoid Resonance, Super Nova, or anything beyond 
Mega Meteor, possibly even the initial Meteor if 
things go well. 


Start of Battle: By hugging the walls around the 
room in which Ereshkigal resides, you can acquire 
an easy preemptive strike to reduce its starting HP 
by 25%, Always begin the battle by inflicting Slow. 
Use Attack into jump into the air, then alternate 
between} and to cast long chains of elemental 
spells. Remove the Protect cast by Ereshkigal with 
Heavy Slash and refresh Slow constantly when you 
are low on ATB in your other Schemata. Don't forget 
about your Quick Stagger 75% auto-ability; soon 
after the Stagger Wave turns red, you should be able 
to stagger instantly by using Heavy Slash in gf, most 
likely in correspondence with Protect Feeder. 


Increasing Stagger Levels: Once you achieve 
Stagger, you need to reach a Level 2 stagger very 
quickly, The Fog inflicted on the enemy prohibits 
it from using anything other than Grand Impulse, 
a physical ground attack that has no effect if you 
are airborne. Furthermore, all of your spells enjoy a 
quadrupling to Stagger Power during its execution. 
Therefore. regularly use Light Slash to remain afloat 


SUGGESTED SCHEMATA 





and unleash your chains of spells during Grand 
Impulse. This will rapidly push you toward a second 
stagger; although it is likely more efficient to stagger 
with a Heavy Slash in gf, the Stagger Siphon auto- 
ability of l'automne is another reason why it is the 
ideal garb for this strategy. Use an elemental Potion 
immediately upon reaching the second stagger. 


Overclock Phase: Be persistent or Ereshkigal will 
reestablish its barriers; continue your assault to 
achieve the Level 3 stagger, using Bravery Feeder 
along the way. When this occurs, cast Deprotect, 
Imperil, and Poison (you'll need to cast this twice). 
If the Unshelled effect of the Level 2 stagger has 
worn off, add Slow as well. Begin Overclocking 
and alternate between Attack and Light Slash to 
pile on the damage. You will likely need to refresh 
Poison (and potentially other ailments) after every 
Overclock. While doing so, trigger Transform Bravery, 
then Overclock again. Try to make one of these 
sessions coincide with the arrival of Meteor so as 
not to waste Overclock time. 


Awakening: By the time you run out of EP. Ereshkigal 
should already have used Awakening. If Battle Score 
is not a priority for you in this initial encounter, use 
an Ether and continue to Overclock to err on the side 
of caution. Regardless, prioritize refreshing Slow 
and Poison constantly. Even after Ereshkigal powers 
up, you will still be able to deal reasonable damage 
with Imperil and an elemental Potion in play. Use 
Bravery Feeder a second time when the enemy buffs 
again. Chip away at its remaining health to secure 
your victory; your Battle Time should range from 
three to three-and-a-half minutes. If you take much 
longer, you'll be subject to Super Nova, which will 


l'automne 








Chaos's Revenge 














likely necessitate the usage of a revival item. As 
long as you maintain Poison, however, Ereshkigal's NALKTHROUE 
extinction is an inevitability. 
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SUMMARY 
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HUMAN 


Equilibrium+ 






Noblesse Veronique 








Enlister's Gloves 


Light Slash 








Fire, Blizzard, Thunder, or Aero 
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Schemata Preparations 
* Physical attacks 


Overview 

* The Gremlin is an enemy of little 
consequence, even at the very 
beginning of the game. Using any 
attack while it is casting, which it 
almost always does at the start of a 
battle, is enough to stagger it, leading 
to a quick victory. 


(SGREMLIN * When a Gremlin accompanies other 


enemy species, eliminate it first with 
your first round of actions to simplify 


©8000 00R00E000880 the batte. 


PM (ait: eor Re S, n SEE. CONT |) SE a ee a * Last One Note: Gremlin Q will cast 
damaging -ga spells continuously. Use 
Heavy Slash repeatedly to interrupt 
its actions. Applying Curse will also 
Defaut 1900 o eo 150 —— of attacks and guard x; while charging make weaker physical attacks equally 
disruptive, paving the way to victory. 














Staggered 4s - - 0 No further staggering. Damage: all attacks x15. 


Conditional Changes: Stagger Decay: 30 when steggered 
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TANDARD 100% 10% Sh Sh 50% SH 25 25 s 3:1 5 0 25 





Stagger Power: all attacks and guard x1; while charging SUMMARY 
spells x2. 





LIGHTNING RETURNS. 
FINAL FANTASY. XII 


Schemata Preparations 
* Lightning-elemental spells 
* Deshell ability 


Overview 
* Miniflans spawn in groups and take « BESTIARY 
little damage from physical attacks. 
A Schema equipped with Thunder 
or Thundara will make short work of 
them. Early in the game, Electronica 
is the ideal garb for battles against 
Miniflans; if you only have a Thunder 
spell of a lower level, a quick 
application of Deshell can help. 


VE Q B g a Bg ® B 9 ® Later, you can dismiss entire packs 


of Miniflans with a single use of 
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10% 100% 50% -100% 200% 50% 30 0 2 9 2 o» xn Dn yv 0 Thundaga. 

* Last One Note: Even with its 
CONDITION STASGER POINT SET carmen Phe STABGER MODIFIERS increased parameters, the Last 
: One variant of Miniflan poses no 
J m im *"-lX MER TT * paki 
= significant danger. Cast Lightning- 

w . . 
g elemental spells, ideally with the 

E OMON ADDED EFFECT TE , 

d MELLE: MESA ienie Thom of Will and Thunderbird 
Staggered 20s Fogged 20s 0 — —— Bracelet arm accessories equipped, 


and the enemy falls quickly. 


a FERAL 
CREATURES 


E 
21,840 120 400 30 





982000088058 TTT 








: STANDARD 10% 100% 50% -100% 200% 50% 30 3 V V V V V 3 JP 
e stangen Pour STAGGER MA FRESENVATIUN STAG " 
| CONDITION STAGGER POINT DECAY PRESERSATION DECAY STAGGER MODIFIERS SUMMARY 
Stagger Power: magic attacks x5, Fire- and Lightning- 
= ae s 7 5O imbued attacks x10, a other attacks x0. Use Deshell and Thunder for quick 





2$ Hm 
— aa ADDED EFFECT ITERATIVE = Se defeats — until you can 
CONDITION OURATION EFFECT QURATION.  RESISTANEE SIAGGER MODIFIERS 3 S 





Staggered 20s Fouged 20s 0 padded civ 
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Schemata Preparations 
* Fire-elemental abilities d 
Overview 
e This is a straightforward enemy, | ? 
halving all except Fire-elemental 
i - . damage. A garb such as Midnight i 
` == —— =, : Mauve or an equipped Heat Blitz * 
: de acte ability will make short work of 
b^ o" I eee = E Rafflesia groups | 
— * Last One Note 1: As a single enemy, 
E RAFFLESIA Rafflesia Q is inconsequential and 
falls quickly to a string of attacks ~ 
— powered by Auto Enfire. 
0000000005805 860 bra iat En Be. Sane | 
—— RN) HOM) PR e E ee L8 a RS =i ne Earrings dropped by this enemy 


provide a huge boost to damage 
caused by ailment spells for players 


who enjoy Saboteur-heavy play 

—(———— rrd opl geer styles 

Detaan m ind « w Absorption|, all other attacks x (x1 during Nutrient J 
Absorption). 








No further staggenng Damage magic attacks x1 5 fire- 
Sugpuad ™ — = : elemental attacks 2 


Conditional Changes: Stagger Decay: 10 when staggered 





990000808BUDBEDUERBo* r 


ss so xow SX OS wx o 9 0o 10 9 








Stagger Power: magic attacks x1 (x3 during Nutrient 
Absorption), Fire-imbued attacks x2 (x5 during Nutrient 





Defsult 200 x wo w Absorption), wl other attacks x0 (x1 during Nutrient 
; SUMMARY 
Area-of-effect Fire-elemental abilities 
No 15, Fire- 2 Rz p 
Sugoeed mre w i moo make Rafflesia a mere formality. 





Conditional Changes: Stagger Decay: 10 when staggered 


LIGHTNING RETURNS 
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Schemata Preparations 
* |ce- or Lightning-elemental abilities 


Overview 
e Goblins travel in packs and are 
very weak individually. Although * BESTIARY 


their multi-hit physical attacks can 
interrupt you and Batter Up should be 
guarded, it is unlikely that they will 
survive long enough to make much 
use of these abilities. 


On occasion, they will use Spirit 
Infusion to bestow themselves 


GOBLIN 
= — with Enfire and slightly boost their 
T s o ó 9 ð 5 B a B B BE B E ® defenses, but focus-firing on each 


100% 100% 50% 150% 120% 50% o m» o 10 o one with Ice- or Lightning-elemental " 
attacks or using wide-area spells 


such as Blizzaga or Thundaga will 








: CONDITION. — -STAGGERPOINT STABGER MAK PRESERVATION s MOOIFIERS quickly eliminate what little threat 
Stagger Power: when enemy idle, Ice- and Lightning- they pose. 
Default 200 30 600 150 imbued attacks x2, other attacks x0.5; when enemy active, 


Last One Note: Goblin Q is of little 
threat to you as a single opponent and 
falls quickly to an lce- or Lightning- 


Staggered 0s Confused 20s D] No further staggering. Damage: all attacks x2 elemental assault. 


l Iee- and Lightning-imbued attocks x5, other attacks x1. 





| CONDITION DURATION ADDED — — 


EFFECT STAGGER MODIFIERS 


Conditional Changes: Stagger Decay: 10 when staggered 
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CONDITION KONEN PONT rr in STAGGER MUDIFIEAS 
Stagger Power: when enemy idlo, Ice- and Lightning- 

| Default 400 E] &00 150 imbued attacks x2, other attacks x0.5; when enemy active, SUMMARY 
ice- and Lightning-imbued sttacks x5, other attacks x1. 





EFFECT 


ADDED 
CONDITION DURATION EFFECT DURATION 


STAGGER MODIFIERS 





Staggered 0s Dazed 5s 0 No further staggering. Damage: all attacks x2. 


Conditional Changes: Stagger Decay: 10 when staggered 
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3,000 E] xO 0 


* Windwalker Bracelet arm accessory 
* Thorn of Courage or Thorn of Will 


Wildiands * Monster Mince * Wind-elemental and Curse abilities 


STANOAAD 





* Mighty Materia! Overview 

e The Vali is nearly impervious to 
elemental attacks that are not 
Wind-based, but an assault that 
exploits this primary weakness will 
eliminate it quickly. At higher levels of 
development, area-of-effect abilities 
such as Aero Blitz or Aeroga can 


ə ə re) D rs) ð Bg Bg a B B a BE B ə 4 annihilate groups of enemies easily 


— won £X Wh OKI B 3 we X » » » w » m» In the presence of a Hanuman, a Vali 
may gain Protect, Shell, Vigilance, 
and Enthunder with bestowment of 





T 











JAGGER POINT SOE  MIESENVATION |" oct STAGGER MDQIFIERS Thunder Eater. Its attacks are still 
— e. ; “ <p Stagger Power: ali attacks 05, Wind-nbued attacks x; not particularly damaging in this 
SO situation, but carrying the appropriate 
CONDITION DURATION 2 meer ITERATIVE STAGGER MODIFIERS ailment spells to negate ns buffs (and 
— LE Lu A cea — — then further inflicting those ailments 
Staggered Bs Unprotected 10s e No further staggering Damage: i! attacks 22 with repeated casting) will avoid 
drawing out the battle for longer than 
is necessary 
SUMMARY 
Use Wind-elemental attacks to deplete 
its HP quickly. When accompanied by a 







Hanuman, the weaker Vali should be the 
first target for players at low levels of 
development. 





LIGHTNING RETURNS. 
INAL FAN A . xm 


Schemata Preparations 

* Watergod Bracelet arm accessory 

* Thorn of Courage or Thorn of Will 
arm accessory 

* Ice-elemental and Curse abilities 

* BESTIARY 

Overview 

* Battles against Neelas and Wendigos 
should play almost identically to those 
against Valis, with Ice as the relevant 
elemental weakness against Neelas, 
and Fire against Wendigos. These 
creatures are often accompanied by a 
Sugriva, which will cast Fire Eater or 


9 ə ð fe] ð ð ga a Bg ® ® * ® Ice Eater to enhance its parameters. 


100% 100% 100% 150% 1008 UOS w 3 w w w » w w » w » æ  e*Abiities such as Blitz, Ruinga, and | 
then Ice Blitz and Blizzaga for the © 

Neela, or Heat Blitz and Firaga for the 

Wendigo, are highly recommended to © 


Stagger Power: al ettacks 102 00.3 during Charge), ali decimate entire groups of enemies at 
ice-imbued attacks x} (x1.5 during Charge) once. 





å FERAL 
CREATURES 
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CONDITION stangen rmt _ STASSER 3 MAX RESERVAT ON STAGUER MOMPER SUMMARY 


Stagger Power: all attacks x02 («05 during Charge), ail Am 
— inel 3 - n ice-imboed attacks x1 (x1.5 during Charge) - Use 





CONDITION 





Staggered Bs Parched 10s 0 No further staggering, Damage: all attacks x2. 
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Schemata Preparations 
* Double Saber or other double-bladed - 
weapon with Light Slash ability 
3 * Sparrow Comb head accessory with 
Dead Dunes (Oasis Lighthouse) Aerora ability ? 
* Slow ability 





Overview 

* The Cactair spawns only once per 
playthrough and, except under very 
specific circumstances that are 
unrealistic of an initial playthrough 


CACTAIR sustains only a single point of 


damage from all attacks. Therefore, 


9 m ð D a) ð B B g a B B B B g B 9 ® you will find yourself having to outlast 


" * E EE it by chipping away at its health one 
On TII 090 B E T ME END Me CMS Oe s point at a time and inflicting Slow to 


delay its actions. 





Given that the power of your 
abilities is irrelevant, and the fact 
that staggering does not increase 
the amount of damage taken by 
the enemy, the Sparrow Comb is 





Power: 1, Fire-embued j i 
Suggered ss Hiedered P e — — ang recommended, as it will make your i 
casts of Aerora cheaper in terms of 
Staggered (Level 2) 50s Cursed Sos n No further staggering. ATB cost; the multiple hits offered by 


each cast makes this particular spell a 
preferable in this battle. Mix your 

spells with Light Slash, which can 

deliver two hits at a time with any - 
double-bladed weapon, to sustain 

your offensive. 


* The Martial Monk garb's Whirlwind 
Kick ability is also tailor-made to rack 
up the hits in this battle. 


Power Play Notes 
* The secret to a quick victory lies in A 
overcoming Cactairs hidden damage e 
threshold of 65,535 (see page 277 
for details). To do this much later A 
in your progression, when you are 
at the 5,000 Strength cap, set up 
a Schema with the Dragon's Blood 
garb, Enlister's Gloves arm accessory, 
a fully, upgraded Charged Strike, 
Bravery, and Vigilance. Use a full ATB 
meter on Charged Strike to defeat the 
enemy in a single blow. 


















MMARY 


Cast Slow on this enemy and chip away 
ene 


LIGHTNING RETUR 
INAL NTaBY. KIN 


Schemata Preparations 

* Firewyrm Bracelet arm accessory 

* Thorn of Courage or Thorn of Will 
arm accessory 


Overview 

* The Firewyrm Bracelet makes battles 
against a Cactuar relatively simple, 
as you will likely be able to deplete 
its HP before it completes its Cactus 
Dance, which it employs to bestow 
buffs on itself. 


e If the battle continues, the enemy 


CACTUAR 
will use disruptive Kick attacks, 
08000 0RTUEEE0086800 the Element spell, and its special 


100% 100% 200% 100% 10% 10% 3 0 3 w © 50 0 » 10 attack 1000 Needles, which can 
be problematic at lower levels of 
development. 








* |t is not recommended to fight many 
Cactuars before the later days, as 
you will be able to defeat them easily 
later on and reap noteworthy gil 
rewards for doing so. 





‘Stagger Power: non-elemental attacks x1, Firo-imbued 
Staggered 20s Cursed 20s 0 

nnn hee * Last One Note: Cactuar Q is only 
Staggered (Level 2 35 Dazed 30: r No further staggering, slightly heartier than its normal 


counterpart, but it will open with 
Elementa, which can deal significant 
damage if you are caught off-guard. 
After mitigating this initial damage 
(the Carnaval Crusher garb or Tri- 
Point Coronet head accessory can 
help) you can proceed as usual 
with an application of Deprotect or 
Deshell and hammer away at its Fire- 
elemental weakness. 














SUMMARY 
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‘Stagger Power: non-elemental attacks x1, Fa-imbued 
Suggered * * t attacks x15, other elemental attacks x0. 
5 Staggered (Level 2) 15s 15s 0 No turther staggering. 
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CONDITION STAGGER POINT 


Stagger Power: all attacks x0.5; during War Cry x1; Guard 
Detautt 100 0 600 500 Megabite x1. 


TONTON 


Staggered bûs Hindered 80s 40%/B0% No further staggering. 
Staggered by = à 
Perfect G 5 Launchable we Stegger Power. physical stacks x20. 
Staggered (Level 2) 5s Unprotected 20s 0 No further staggering. 


,90000088DDGSODOEEe* 





STANDARD 50% SS 100% 200% 100% 100% 20 20 2 2: ©» 20 X 0 





CONDITION. SAR | MAK PRESERVATION STAGGER MODIFIER 


Stagger Power: all attacks x0.5; during War Cry x; Guard 





Oeteutt xo 0 500 500 Megabite x1. 
CONDITION SUNUN EE VEM 
Staggered 60s Hindered 60s 40%/B0% No further staggering. 
Staggered by * 
Perfect Guard 3s Launchable 10% Stagger Power: physical attacks: x20. 
Staggered (Laval 2) L] Unprotected 20s o No further staggering. 


Conditional Changes: Stagger Decay 3 when staggered with Perfect Guard, 15 when launched during Perfect Guard stagger 








Schemata Preparations 


^ 


Watergod Bracelet arm accessory 


* |ce-elemental abilities 


Overview 


Gorgonopsid typically uses physical 
attacks but has three notable 
special moves. The first is Virulent 
Breath, which can inflict the Poison 
status. The other two, War Cry and 
Megabite, occur successively, where 
the enemy will bestow Bravery on 
itself and immediately follow with a 
strong leaping attack. 


Timing a Perfect Guard against 
Megabite just as the enemy leaps will 
instantly stagger it, resulting in a brief 
opening for you to deal appreciable 
damage and finish the fight quickly. 


Last One Note: Gorgonopsid Q 
poses no real threat and is unlikely 
to survive long enough to unleash 
its War Cry/Megabite combination. 
This enemy drops the unique Early- 
blooming Corsage, a head accessory 
that grants a bonus to the initial ATB 
value of the garb it accompanies. This 
can be used with the Soldier of Peace 
garb, enabling Lightning to unleash 
Artemis's Arrows immediately at the 
start of a battle, or coupled with any 
other garb that does not enjoy full 


ATB when combat begins. 
SUMMARY 

Exploit the gerd Ice-elemental 
weakness to defeat it quickly 
Otherwise, Perfect Guard against 
Megabite to stagger. 
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Stagger Power: wheo enemy idie, no staggering, enemy 
preparing Heel Kick, no staggering; enemy attacking, all 
attacks x1; right after Heel Kick, all attacks x300. 


EFFECT TERA 


RES) SANE [ STAGGER MODIFIER. 





DURATION 


No further staggering. 
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100% 100% 150% 100% 100% 100% 60 60 60 60 60 æ 6 100 6 60 100 0 





STANDARD 





Stagger Power: when anemy idle, no staggering, enemy 
preparing Hael Kick, no staggering: enemy attacking, all 
attacks x1; right after Heel Kick: all attacks x35. 
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Schemata Preparations 

* Firewyrm Bracelet and Thorn of 
Aggression arm accessories 

* Thorn of Courage or Thorn of Will 
arm accessory 

* Fire-elemental abilities 


Overview 

* Skata'ne is immune to Curse and 
performs disruptive kicks. Its most 
notable attack, Heel Kick, is slow but 
powerful. If Skata’ne unleashes this 
ability, guard and counter with your 
most effective staggering attacks 
(such as Beat Down) immediately 
afterward to take advantage of the 
huge bonus during this window. 


Overall, it is recommended to push 
for a quick victory with the Firewyrm 
Bracelet and multiple Thorn arm 
accessories. 


Last One Note 1: Skata'ne Q's 
version of Heel Kick is much stronger 
and can cause considerable damage. 
Slow can help to delay it; either 
Debrave or the Ghostly Hood, if you 
are severely underdeveloped, can act 
as good precautionary measures. 


Last One Note 2: The Enlister's 
Gloves dropped by Skata'ne Q are 
a great offensive arm accessory, 
providing a 20% boost to Lightning's 
melee-based damage output, and 
should be a staple of any setup 
oriented toward physical attacks. 


SUMMARY 
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Schemata Preparations 

* Fire- or Wind-elemental spells J 
* Imperil ability — 
* Slow or Curse abilities 


Üverview 

* Schrodinger has the ability to heal 
itself with Cura. You can discourage a 
this behavior by applying Slow to 
reduce the frequency of its actions 
or Curse to interrupt them. In battles = 
where it accompanies other monsters, 
defeat them first — especially at 


SCHRODINGER 
lower levels where Schrodinger 
9090090080BUDSSEUEE* might otherwise act as a tank for its 


companions. 
20% We 100% SO% 50$ ON 0 








Inflict Imperil to induce a weakness 

to Fire- and Wind-elemental abilities, 

which will expedite the battle * 
significantly. Schrodinger takes 
more damage from (and can only be 
staggered by) magic, so a garb such 
as Ignition or Woodland Walker is 
Staggered 1 Unprotected — Us BOEK Noforther staggering. Damage: physics! stacks x3. ideal against it. 

Last One Note 1: The only challenge 
Schrodinger Q presents is for the 
player to outpace its healing with - 
damage, which is easily achievable 
after an application of Imperil. It is 
worth noting that staggering this 
enemy will eradicate its normally 
stout resistance to physical attacks, 
enabling you to deal severe damage 
with abilities such as Heavy Slash. 


* Last One Note 2: The Mage Hunter's : 
Mask dropped by this enemy is a | 
head accessory that boosts your 
magic while bestowing any equipped f 
Heavy Slash with Brave Thief. While 
both effects are useful, they are 
not complementary (except in very 
specific Schemata configuration). 





Conditional Changes: Stagger Decay: 10 when staggered 








900000B08U0DGB5UEE o9 J 
LTEM "^ Sh Oh xx x OS 0 


CONOTION 





Defaut 30 0 w 5 Stagger Power: spells x1, physical attacks 10. 


SUMMARY 





Staggered 15s Unprotected n 205/40 M ve 





Conditional Changes: Stagger Decay: 10 when staggered 
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Schemata Preparations 
* Wind-elemental abilities 


Overview 

* When you traverse the Dead Dunes 
during the daytime, the Desert 
Sahagin will appear burrowed 
underneath the sand. When the 
enemy is submerged, it attacks 
quickly with Rush, which will interrupt 
you unless you guard. Its movements 
make it difficult to damage efficiently. 


© BESTIARY 


* Inflicting Slow may stymie its assault, 


DESERT SAHAGIN 
but if you Perfect Guard by defending 
5000008BDDGEDDEEe* as soon as the enemy begins its Rush 


SOK so% 100% 100% S0% XM 0 animation, you can trigger an instant 
stagger. This brings it out of the sand 
and temporarily disables it, allowing 
you to dispatch it quickly. 


Detsuit (Burrowedi 100 5 wo 5 ep sa a e At night, the enemy is found above 

the surface of the sand. Strike at its 
Default (Standing) 100 5 600 25 Stagger Power: all attacks x 5, Wind-imboed attacks x05 Wind-elemental weakness to end the 
battle quickly, 


* Last One Note 1: Desert Sahagin 
Staggored (Burrowed) 1s Unprotected 25s o No turther staggering. Q will be burrowed at the start of 
the battle. A Perfect Guard against 
Staggered (Standing) Ws Unshefied ms id No further staggering Rush to trigger an instant stagger and FERAL 


Condi;onai Changes When standing ohyscal damage moder 150%. magic damage modifier 150%, can be launched and des/upted the Unprotected effect makes this CREATURES 
encounter relatively trivial. 


elast One Note 2: The Bandit 
Scarf dropped by this enemy is an 
impressive head accessory that 
improves your ATB Recovery while 
bestowing any equipped Heavy Slash 
with Brave Thief. 











ADDED EFFECT ITERATIVE 


EFFECT DURATION RESISTANCE STAGGER MODIFIERS 





SUMMARY 
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Stegger Power. Wind-imbued attacks x0 4, other attacks 
Oetaut (Burrowed) no 5 en 125 X5. Guard xt. 


Detfauit (Standing) 100 $5 600 125 ‘Stagger Power: all attacks 10.3, Wind-imbued attacks x04 





Staggorod (Burrowed) Os Unprotected 29 0 No further staggering. 


Staggered (Standing) 3s Unshelled 20s No further staggering. 


Conditional Changes: Whan standing: physical damage modifier 120%, magic damage modifier 120%, can be launched and disrupted 
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Schemata Preparations 

* Black Mage or Watery Chorus garb - 
* Flamebane Choker head accessory 

* Watergod Bracelet arm accessory 

* Ice-elemental spells iz 


Overview 

* Underdeveloped players may find the 
Fira spells cast by the Ectopudding to 
be significantly harmful, especially 
against two enemies at once. The 
Flamebane Choker makes a big 
difference, but there is no substitute 
for Perfect Guarding against these 


eoooooBmHOOBSgSSSssoó ws 


10% 100% 100% 150% SN 0% 3 3 VW 2 WD U » » » MD » HW The Ectopudding is highly resistant to im 
physical attacks until staggered, so 
you should rely strictly on spells. To 
stagger, simply hammer away at its 
Ice-elemental weakness. Blizzaga is 














Detewt 200 n $00 25 Stagger Power: ica-embued attacks x1, all other attacks x0. ` 4 A 
* especially useful as it launches this 
— my. 
CONDITION DON MAUNG STAGBER MODIFIERS — 
* Last One Note 1: With access to the 
— - — | ee Aero | fee NERO RC Wes — Blizzaga spell, Ectopudding Q should 


be of little danger to you. You can 

repeatedly launch it and push for a 

quick victory, If you manage to stagger x 
this enemy, it will become very weak 
to physical attacks, enabling you to 
deal severe damage with abilities 
such as Heavy Slash (especially if 
your Auto Enfrost is still active]. 


Last One Note 2: The Tenacious Ring 

dropped by this enemy is a defensive 

arm accessory that bolsters your - 
defenses by 10% when your HP dips 

below 30% of its maximum value. 


SUMMARY 


Use Ice-elemental spells, Blizzaga in p 
particular, to launch. Equip accessories 
— — 
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STARGER MÜOIFERS - 
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Schemata Preparations 
* Firewyrm Bracelet arm accessory 
* Fire-elemental abilities 


Overview 
* A sole Triffid is not particularly © BESTIARY 
threatening, but when left alone as 
part of a larger enemy group, it is 
capable of burdensome attacks such 
as the ailment-inflicting Biohazard 
Injection and the disruptive Sniping 
Thrust. Fortunately, Fire-elemental 


TRIFFID attacks powered by the Firewyrm 


Bracelet make short work of it. 


eooooóoBBODOSSSOSSBSs: * This enemy is much easier to stagger 


! LTEM ws «X OS x» m» x» » » » » » » 9» WM » during its actions, particularly Spin f 
i Attack. 


Last One Note 1: Guaranteed to — 
be the sole enemy in the encounter, ! 











2d ad ^ un a AME —— ————— Triffid Q falls quickly to an assault f 
; Spin Attack. all attacks x10, Fire-imbued attacks x10. augmented by Auto Enfire. 


* Last One Note 2: This foe drops 

the Warrior Hunters Mask. This 
ne * — = j stads BONESO: DUNE A RAIS: very valuable head accessory boosts 
your Strength while bestowing any 
equipped Heavy Slash with Brave 


Thief. e FERAL 
CREATURES 





SUMMARY 


TRIFFID Q 
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Wo% 100% 200% 10% 50% 50% 30. 30 30 3 HP V DH DH PW HW DH 0 








Stagger Power: all attacks x0.2, Fire-imbued attacks «05, 
Detour 600 ® 10 100 during Sting and Spinning Attack, all attacks x1, 
Fire-enboed attacks x2. 





Staggered & Cursed xs 0 No further staggering. Damage: all attacks x2 
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Schemata Preparations 

* Windwalker Bracelet arm accessory 

* Thorn of Courage or Thorn of Will 
arm accessory 

* Wind-elemental and Curse abilities 


Overview 

* A Hanuman will usually accompany 
one or more Vali and prefers to power 
up its allies with Thunder Eater, which 
grants Enthunder, Protect, Shell, and 
Vigilance to its target. After it has 
done so to all allies, it will recruit 


HANUMAN 
them to prepare Charge, which inflicts 
9 3 ð e» ð 3 a Bg a g B B $ O a large amount of Lightning-based 


dn as BE ok Ed in ees SS al 1 449 damage if you allow its execution. 
F The easiest way to prevent this is to 


focus your assault on any Valis first 
to defeat them before tuming your 
attention to the Hanuman. Wind- 
Dent too w sm "RR imbued area-of-effect abilities such 

as Aero Blitz and Aerora are ideal for 
this task. Alternatively, the Hanuman 
is more susceptible to stagger while 
charging, so you may opt to interrupt 
the enemy in this manner. 














Staggered 15s Unprotected 10s 0 No further staggering. Damage: all attacks x3. 


Once alone, Hanuman will use 
Thunder Eater on itself and proceed 

to use physical attacks against you. 
Counter its buffs with your ailment |) 
spells to maximize your offensive 
efficiency. 


Last One Note: This fight is relatively 
simple in the absence of any Valis. 
Furthermore, you are likely to have 
access to the Aeroga spell when you 
encounter this Last One, which can 
easily launch the enemy into the air. 
If Hanuman Q is able to use Thunder 
Eater, the Sparkbane Choker will 
mitigate any damage from incoming 
Enthunder-infused attacks. 
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Schemata Preparations | MARCUS 


* Firewyrm, Watergod, Thunderbird, or 
Windwalker Bracelet arm accessory 

* Thorn of Courage or Thorn of Will 
arm accessory 


| 
3 | 
e -ga elemental spells corresponding |  gesriany 
to the auto-elemental arm accessory " 


e Imperil and Curse abilities 


Overview 
* Sugriva is fundamentally identical 
to Hanuman and has no inherent 


= LJ GRIVA elemental resistances or weaknesses, 


although Fire- and Ice-elemental 


9 ð ð ð ð ð Q a Bg ® B $ ® abilities enjoy greater Stagger Power 


modifiers. 
STANDARD 100% 100% 100% 100% 100% 100% 30 0 30 V 3 V 3 V V 0 3 V 


S 








If you open by inflicting your ailments 
in rapid succession and then casting 


Ss 


CONDITION — STAGGER POINT SE * — STAC OIFIERS Firaga or Blizzaga, you can launch the 
Plagues Poser d duis — Sugriva and disrupt it from powering | 
all ice- and Fire-imbued attacks x05 (x1 during Charge). up any Neela or Wendigo allies 

. - — — or performing any Charge attacks. 
—2 CURATION n EFFECT OURATION RESISTANCE Attack while it is airborne and then 





launch it again after it lands. This 

simple procedure enables you to ` 
eliminate it from the fight before 
turning your attention to its minions. — 


Last One Note 1: Your strategy  * Grearunes 


should be identical to that against a 
normal Sugriva. Do not hesitate to 
Overclock in order to make short work 
of this Last One. 


Last One Note 2: Sugriva Q drops ~ 
the Coldflame Droplet head accessory, 
which increases the damage dealt by... 
Fire- and Ice-elemental attacks. ac” 














100% 100% 100% 100% 100% 100% 60 60 60 O&O & 60 60 60 60 100 & 60 
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STAGGER 
DECAY 





CONDITION STAGGER POINT 


Stagger Power: all attacks x1, all ice- and Fire-imbued 


Default 1,000 10 600 50 attacks x15. 





CONDITION DURATION ey ERATE: STAGGER MODIFIER: 


Staggered 3s Unshelled 10s 0 No further staggering. Damage: all attacks x2. 











ZALTYS 
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100% O% 150% 100% 10% 39 3» 330 »5 35 y » » V V BD y 





100% 100% O% 150% 100% 1% PD OP VP VP y B » VU X PH » HB 











= JUL a 
CONIMON OuRATION DE VA " EE A er STAGGER MODIPIERS 

Staggered h Unprotected ze 1O%/20% No further staggering. Damage: sl sttacks x15 

— von Expesed zm JON/20% No further staggering. Damage: s sttacts x15 


Conditional Changes: Stagger Decay: 30 when staggered with a blow to the heed 
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WOW 100% O% 150% 100% 10% PW X HD 2» HD HD X » 29 BH DB 


STAGGER MAX PRESERVATION 


DECAY PRESERVATION STAGGER MODIFIERS 


CONDITION STAGGER POINT 





Stagger Power: physical attacks to the head x15 (to the 
Dun " " m - body xD spell 11, Ice-imbued attacks to the head x1.5 





Staggered LJ Unprotected Ws 1020% No further staggering Damage: 3? stacks 115 
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Schemata Preparations 

* Physical resistance accessories or 
Debrave ability 

* Watergod Bracelet arm accessory 

* Imperil and Ice-elemental spells 

* Heavy Slash ability or Jump auto-ability 


Overview 

* Zaltys resists physical damage and has 
a weakness to Ice-elemental abilities 
For a strong opening salvo, inflict Deshell 
and Imperil and unleash a barrage of Ice- 
elemental spells. 


A normal stagger produces an 
Unprotected effect, which makes 
your physical attacks more effective. 
Alternatively, stagger by using Heavy 
Slash against the head after Bite. If you 
have access to Jump, it will target the 
head automatically, making it incredibly 
effective against this enemy. This 
type of stagger is accompanied by the 
Exposed effect, which further increases 
the potency of your Ice-elemental 
attacks. Poison can help to reduce its 
large HP pool if you lack strong spells 
early in the story. 


This enemy acts infrequently but deals 
appreciable damage when it does. Be 
sure to guard against Bite, Stampede, 
and Blaze Burst. Fortunately, it has to first 
approach you to conduct physical attacks, 
and Blaze Burst has a long animation, 
giving you ample time to prepare. 


Power Play and Last One Notes 

* After obtaining the Blizzaga spell, 
you can constantly launch the beast 
if you first inflict Imperil. This renders 
it completely helpless and unable to 
attack you. Doubling up on this spell or 
alternating with the Flood ability of the 
Purple Lightning garb will ensure that 
this enemy poses no credible threat to 
you even if you are unable to defeat it 
swiftly. 


The aforementioned strategy is the key 
to a relatively stress-free battle against 
Zaltys C), as you need to prevent it from 
taking action as much as possible. Poison 
also helps to expedite the process. You 
may wish to risk allowing the enemy to 
perform a physical attack in return for a 
chance to strike at its head for a quicker 
stagger... or just use Jump. 


SUMMARY 


For maximum damage, use. 
spells, especially when coupled with 


E 


stagger to the head (best accomplished 
bor tied bs Exposed m 108.208 No turther staggering. Damage: al attacks x1 5, with Jump). Blizzaga can also be very 
effective as a launching tool. 


Conditional Changes: Stagger Decay: 0 when staggered with a blow to the head 
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CONDITION ABILITY POWER VARIATION KEEP EVADE & COUNTER ADDED EFFECT 
Swipe Physical 1.00 5% 35 60 ⸗ 
Stampede Physical 2.50 | 5% 65 80 ⸗ 
Default Bite Physical 1.80 5% 50 65 ⸗ 
Tail Hammer Physical 1.50 5% 50 65 / . 
Blaze Burst Magic, Fire 5.00 5% 45 80 x 


Tail Severed Tail Hammer Physical 0.50 5% 35 65 / 
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Schemata Preparations 

* Thunderbird Bracelet arm accessory 

e Lightning-elemental and Imperil abilities 
* Brave Thief and Jump auto-abilities 


Overview 

* Zomok begins the battle with a Haste effect - 
and will immediately cast Storm Frant, 
a basic Wind-elemental spell. You can 
steal the Haste for yourself with the Brave - 
Thief auto-ability (in the early stages of 
the story, most likely accomplished with a 
combination of the Battleaxe of the Believer » 
weapon and the Heavy Slash ability). 





This creature halves magic damage, so A 


> ð ð Es] ð ð g Bg B5 B B5 a Bg B ¥ E physical damage is preferred here. You 


mm wl E EMEN E EE C Vu EE UU can stagger by using Heavy Slash against 
the head after Bite. If you have access to - 
UNS. NP MON VIE DONO OX ONK GOO SE 980 (AE) IO] VON Eno EIU EIL Le Jump, it will target the head automatically, 
making it incredibly effective against this 
enemy. Zomok' tail can also be severed J 








NLT ION TAGGER POINT PRESERVATION 3 n : 1 
— — ti rather easily during its Tail Pummel attack 
" s R is — —— ed : if you counter with a strong ability such as 
the head x1 5. Heavy Slash in between hits. j 


m ELI ITERATIVE 
CONDITION DURATION pricy —  NESISTANCE STAGGER MODIFIERS 


Beware Heavenly Storm, which creates a 
tornado that spirals outward from Zomok 3 
— = ee = EM Ec aen a a toward you over the course of multiple 
revolutions. The closer you are to the 
enemy, the more likely you are to be hit > 
Conditional Changes: The head body part takes 150% damage from physical attacks multiple times. One advanced tactic is to 
Cast spells one at a time, causing Lightning 
to jump back constantly and allowing 
you to remain out of range until the final 


wa °°° - 
mm es m n Power Play and Last One Notes 

* With its Lightning-elemental weakness, 
Zomok becomes trivial if you have access 
to Thundaga or the Lightning ability of the 
Blue Mage. After an application of Imperil, 
these attacks will launch the dragon into 
the air and also build the Stagger Wave, 
rendering it helpless to counter your attacks 2 
and negating the threat of its own. Still, be 
sure to start the battle by stealing Haste, 
which enables you to maintain this assault 
more easily. 





AN eem & Dazed 2s ZWS Notuther staggering Damage: aii amacks x15. 





—À Zomok Q does significantly more damage 

g " G í " r and you should Perfect Guard the opening 
NPR 2 

9 Ev] ð D ð ð B [R] &g B B Bg Bg Bg B B w * Storm Front. Nevertheless, the strategy 

Ws "x «m MN NN NDS 0901 179895 SEM SRI ORA SES SRI RR DT UE outlined above is the key to a relatively 

WO Oh MON MOM ISK 100% 3 w v 9» v 9» v » » » » n» stress-free battle against Zomok Q, as you 


should aim to prevent it from taking action 
as much as possible. Poison also helps 3 








CONDITION drannéarawt TAGGEN ars ; FRONVATIUN TAGGER MOO ERS 
Stagger Power: physical attacks to the head x15 
Detauk 600 n 1,000 125 {to the body x0), spalis x1, Lightning-imbued attacks to SUMMARY Ü 
the head x15. 


EZS Hasta with. Bravo: Thiet. Use 


CONDITION JRATION e TU AREE TAGGER MODIFIERS 





Staggered 8s Cursed 45s 308/608. No further staggering Damage: al attacks x) 5. 


Staggered with a blow 
to the head 





Bs Darod 20s 25%/50% No further staggering. Damage: all attacks x! 5. 
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POWER VARIATION KEEP EVADE & COUNTER ADDED EFFECT 
Swipe Physical 1.00 5% 20 60 / - 
Stampede Physical 3.00 596 65 80 P4 - 
Bite Physical 1.50 596 50 60 / 
Default " 
Tail Pummel Physical 1.00 x2 596 50 80 "4 
Storm Front Magic, Wind 1.00 | 596 20 65 / - 
Heavenly Storm Magic, Wind 0 y E 5% 45 80 x - 
Tail Severed Tail Pummel Physical 0.50 x2 5% 20 60 / 3 
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CN EN TN KCE 
52,000 480 150 60 
52.000 550 150 60 
Lae 
* Sinister Fang 
ae 
. Steelguard 
* Bold Melistone 






Yusnaan (Lower City) 
Wildiands (Grasslands, Aryas Climb) 
All highways 





REAVER 
90200008 3005800880% 


S% SO% SOK 120% 1200 50% 30 3 3 v 3 xv w 3 wW 100 100 V 





SOK Dh SW MS DOW SON BO 60 JO GO &9 9 100 c9 100 1 wo € 





STAGGER MAX £SERVATIO STAG 
DECAY RESERVATION t " 


STAGGER POINT 


Stagger Power: physica! attacks, and Lightning- and Ice- 
imbued attacks x1 (x10 right after enemy attacks), Perfect 
Guard x8, other attack types x0. 











STAGGER MODIFIER 





(Four-legged) kind = z 20% No further staggering, Damage: ail attacks x1 2. 
s $ (Uprigh = = 20%/40%/50% Stagger Power: physical attacks x30, other attack types 
i " x0. Damage: all attacks «1 5, 
Staggered (Level 2) 5 Unprotected 10s L] No further staggering. Damage: all stocks i2 5. 
Staggered by Stagger Power: physical attacks, and Lightning- 
Perfect Guard 3s Pained 3s 20% and Ice-imbued attacks x10, other attack types x0. 
Damage: all attacks x1.5. 


Conditional Changes: Stagger Point: 500 when in upright position | Stagger Decay: 2 when staggered upright, 100 during Level 2 stagger (upright), 
10 when staggered with Perfect Guard (upright) 





oe [oen | aac | ae | 
260.006 1150 ys 50 


280.000 uns s a 


See Reaver 
Ultimate Lair (Floor 15) 


« Orichalc Malistone 
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CONDITION DECAY STARGER MODIFIERS 


MA 
PRESERVATION 





Stagger Power: physical attacks x1 (x3 right after enemy 
attacks), Lightning- and ice-imbued attacks x}, Perfect 
Guard x4, other attack types x0 


ADDED EFFECT ITERATIVE 





CONDITION DURATION EFFECT DURATION RESISTANCE STAEGEA MOONERS 
Staggered = x 
(Four di 12s »* No further staggering. Damage: all attacks x12. 
E = Stagger Power: physical attacks 130, other attack types 
Staggered (Upright) 8s 105/2030% 10. Damage: all attacks x1.5. 
Staggered (Level 2) 3s Unprotected 10s 0 No further staggering. Damage: a! attacks x2.5. 
$ iby Stagger Power: physical attacks, and Lightning- 
Perfect Guard 2s Painad 155 20% and ice-imbued attacks «10, other attack types «0. 
Damage: ol! attacks x15. 


Conditional Changes: Stagger Decay: 2 when staggered upright, 100 during Level 2 stagger (upnghti, 10 when staggered with Perfect Guard (upright) 
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Schemata Preparations 

* Watery Chorus or Electronica garb 

* Watergod or Thunderbird Bracelet arm accessory 
* ice- or Lightning-elemental abilities 

* imperil or Curse abilities 

* Brave Thief auto-ability 


Overview 

« The Reaver becomes significantly more dangerous 
once it loses half of its health, at which point it will 
stand up and acquire the Regen status. Its physical 
attacks will also be much stronger. 


You can exploit its weakness to the Ice and 
Lightning elements by using abilities imbued 
with these elements. These staggering 
modifiers are also increased immediately 
after enemy attacks. Perfect Guards build 
the Stagger Wave and are crucial in order to 
mitigate the damage of powerful attacks such 
as Diving Strike and Sunder performed when 
the enemy is upright. 


+ At low levels of development, it is highly advisable 
to chip away at the Reaver's health until staggering 
shortly before it stands, at which point you should 
Overclock and deal as much damage as you can 
to avoid spending too much time fighting against 
an upright enemy. Alternatively, you can equip 
the Ghostly Hood on Passion Rouge (if you have 
completed the main quest in Yusnaan) to reduce 
physical damage to negligible levels. 


Power Play and Last One Notes 

* This battle is much less arduous once you 
have access to a strong physical-based garb 
such as Soldier of Peace. Use attacks such 
as Heavy Slash in conjunction with Curse and 
employment of offensive arm accessories to 
deplete the enemy's HP quickly and bypass its 
upright form completely. 


Once you have access to Blizzaga, Thundaga 
(or their physical equivalents provided by 
the Purple Lightning and Blue Mage garb 
respectively), you can also launch the Reaver 
constantly with these abilities after inflicting 
Imperil, effectively disabling it completely. 


Against Reaver Q, you may opt for the purely 
physical route, in which case it is recommended 
to Overclock to make the most of your starting 
Auto Enfrost or Auto Enthunder effect, and to 
ensure that you don't allow it to stand up; or 
the elemental route to launch it if you'd like 
to avoid spending EP. Be sure to bring along 
Poison to do some of the work for you. 


The Flesh Render sword found after the battle 
not only boasts incredible stat boosts, but also 
offers Auto-Regen — a welcome feature at a 
relatively early stage of the adventure while 
fighting battles against common enemies. 


SUMMARY 


also acquire stagger modifier bonuses immediately 
after the enemy attacks. Perfect Guards are critical 
to reduce damage sustained and can also stagger. 


LIGHTNING RETUANS. 
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ABILITIES 
CONDITION ABILITY VARIATION KEEP EVADE& COUNTER ADDED EFFECT 

Swipe Physical 1.00 10% 35 65 / - 

Default | 
Heave Physical 1.50 1096 50 65 / - 
Weapon Slash Physical 1.00 10% 35 65 / - 
Fira | Magic, Fire 1.20 | 3% 35 65 x - 

Upright Sunder | Physica 1.50 + 0.50 10% 65 65 ⸗ 
Spinning Slice — Physica 0.50 + 2.50 10% 50 80 / - 
Diving Strike Physical 4.00 1096 65 95 / - 
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Schemata Preparations 

* Windwalker Bracelet and Thorn of 
Courage arm accessories 

* Beat Down or Wind-elemental abilities 

* Heavy Slash ability 

* imperil and Slow abilities 


Overview 

* Gurangatch is slow to attack and 
nothing in its arsenal is especially 
damaging. The only hindrance is 
breaking its carapace shell to weaken 
its defenses 


* inflict Slow and other ailments to 
increase the Stagger Power of your 
abilities and further delay vour 








ane mT opponents actions. Beat Down or 

X 1 O v 

o00000BBODGOSOBEEBOOS9 ,J/7..5... 

1% OK vs MOK y EJ 5 EJ 50 Lj here. 

10% 10% 50$ Sh Sh 10% 50 50 50 5 2 50 50 "0 0 0 100 L] , 

30% 3% 10% 70% 70% wos 9 59 59 9 9 so 9 Wn 10 o Ww o * Switch to your physical damage- 

Ton VO) Re pee Pomp oy Ci VE fe Ea (GA EN 4 dealing Schema when you stagger. 
The beast will be crippled by a Dazed 
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effect and takes on a weakness to 
every type of damage. Assuming your 


STAGGER MOOIHERS s : : 
— Auto Enaero effect is still in play, 


Stagger Power: full carapace, all attacks x1; carapace 





md * ue » partly removed, all attacks x! 5: carapace half-removed, it should be close to defeat, if not 
— — HN outright extinguished, after a single 
Heavy Slash. 


STREBER MODIFIERS 





Power Play and Last One Notes 

e Against the Last One, your ailments are 
Gordons Cines Manor Décor $2 when amen harder to land and do not last long, so 
go straight for the stagger, especially 
with high-powered abilities such as 
Jump (see page 291 for advanced 
setups). Otherwise, flow of battle 
remains exactly the same. 


Staggered 2 Dazed 5s 20%/40%/50% — No further staggering. Damage: all attacks x2. 


SUMMARY 


Gurangatch is relatively non-threatening 
and crumbles once staggered. Use Wind- 
elemental abilities or Beat Down/Jump 
to achieve this as soon as possible. 
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Connon, MAK. |. EE n STAGUER MOOIFIERS 
Stagger Power: full carapace, al attacks x}; carapace 
Defouit 1,000 1e 1400 E partly removed, all attacks x! 5 carapace half-removed, 


all attacks x2. carapace largely removed, all attacks x3 
tarapace totally removed. no further staggering. 


EFECT ITERATIVE 


El let Eer STARGEA MODIFIERS 





CONDITION QUAATIDN 


Staggered 2s Oared Ss 20*/40N/805. — No further staggering. Damage: all sttacks x2 


Conditional Changes. Stagger Decay. 0.2 when staggered 








Default 


Carapace gone 


Bite Physical 1.00 


Plaguebreath Magic | 0.10x3 


Plaguebreath 5 
(Q) Magic | 0.10 x5 
Boulder 

Tackle Physical 5.00 
Regenerate Special " 


Carapace 


1096 


1096 


1096 


1096 





35 


30 


30 


65 


90 


90 


90 
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EVADE & COUNTER ADDED EFFECT 

/ * 

x Debrave, Deprotect, Fog 
150/30s each 
Debrave, Deprotect, Poison, 

x Fog, e t 
Daze: 150/30s each 

" d a 


- Esuna x8 
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Defaut E n mo LJ Stagger Power. sil attacks x! (x5 during Chomp). 


CONDITION DURATION * ME STAGÜER MODIFIERS 





Stagger Power. physical attacks on the stomach weak 
point x5. 


Staggered (Level 2) 10s Broken Permanent o No further staggering. 


Conditional Changes: Stagger Decay: 10 when staggered, back to 20 whan staggered during stagger | Strength: 650 when Angry | Physical and Magic Damage 
Modifiers: 150% when staggered 
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Oetauh 500 2 s0 10 Stagger Power: oli attacks x! (x5 during Chomp) 


ADDED EFFECT TERATIVE * — 
EFFET DURATION: RESISTANCE STAGGER MODI 


FUNDITION DURATION 





Stagger Power: physical attacks on the stomach weak 
Staggered 10s Unshelled 15s 20%/0% point x5, 


Staggered (Level 2) 15s Broken Permanent e No further staggering. 


Conditional Changes: Stagger Decay: 10 when staggered, back to 20 when staggered during stagger | Strength: 1,500 when Angry | Physical and Magic 
Damage Modifiers: 200% when staggered 


Schemata Preparations 

* Electronica or Woodland Walker garb 
* Physical resistance accessories 

* Lightning- or Wind-elemental abilities 
* |mperil and Slow abilities 

* Brave Thief and Jump auto-abilities 


Overview 

* Chocobo Eater hits extremely hard, 
especially when it powers up, but 
this battle is much simpler if you've 
completed the main quest in Yusnaan 
and acquired the Ghostly Hood. All of 
its attacks are physical, which means 
you can shrug off its damage as long 
as you guard. For the riskier and more 
technically savvy player, Evade is 
effective against almost every enemy 
ability, enabling you to avoid damage 
completely with good timing 


Begin the fight by inflicting your 
ailments and building up the 
Stagger Wave. A stagger results in 
an Unshelled effect, increasing the 
effectiveness of spells, but at lower 
levels of development, you should 
aim for a Level 2 stagger (see page 
266), which applies a permanent 
Broken effect that makes it easier for 
you to trigger additional staggers as 
the battle wears on 


As Chocobo Eater is preparing 
to power up with “Should | Cook 
Them?", reapply any ailments. When 
the enemy uses “So Hungry!", it gains 
Haste, Bravery, Veil, and Protect. For 
this reason, it is recommended to 
prepare either Deprotect or Imperil 
as the most recent ailment before 
this occurs, as the effect will persist. 
Between its attacks, steal its Haste 
and Bravery with Heavy Slash, 
continue to build your stagger, then 
switch to your hardest physical 
attacks to deal damage once your 
target is staggered. Eventually, the 
enemy will become “Satisfied”, 
reverting to its normal behavior until 
a new cycle begins. 


If you are caught without the 
opportunity to equip the Ghostly Hood, 
be sure to Perfect Guard against the 
Chomp attack, which inflicts grievous 
damage. It is worthwhile to note 
that all attacks enjoy a large stagger 
modifier during Chomp, should you 
feel intrepid enough to attempt an 
interruption. 


* When you have EP to spare or are sufficiently 
strong, consider equipping the Thorn of 
Courage and Overclocking with physicals after 
the initial rounds of ailments and spells. 


Power Play and Last One Notes 

* Against the immensely strong Chocobo Eater 
(), it is to your advantage to unleash an all-out 
offensive during a Level 1 stagger and defeat 
the enemy without ever having to deal with 
"So Hungry!". 


* The Splendid Admiral garb is highly 


recommended for its Transform Bravery auto- 
ability. In addition, you should carry an Enthunder 
or Enaero Potion in your stock of Recovery Items. 





ABILITIES 
CONDITION ABILITY 
Attack 
(right arm) 
Physical 
Attack 
(left arm) 
Bite Physical 
Default 
So Hungry! Special 
Suck In Physical 
After Chomp Physical 
“So Hungry!” 
Chef's Secret Physical, 


Fire, Ice 


* With efficient aggression, you should be able 
to induce a stagger in less than thirty seconds 
(see page 295 for possible setups). Once you 
stagger, cast Slow and expend all your ATB 
to trigger Transform Bravery with Splendid 
Admiral. Throw your Enthunder or Enaero 
Potion and then Overclock repeatedly, Three 
Overclocks should be sufficient to down the 
beast in one concentrated damage burst 


* |f these tactics are not feasible for whatever 
reason, the Ghostly Hood and Warrior Hunter's 
Mask will keep you alive while you whittle 
away the enemy's remaining HP. 


POWER VARIATION 
1.00 
1096 50 65 (Q: 75) 
1.10 
1,50 10% 65 65(Q: 75) 
- * 60 100 
0 a 20 80 
3.00 1096 90 80 
0.83 x3 + 
0.83 x3 10% 60 80 


LIGHTNING RETURNS. 


FINAL FANTA 


SUMMARY 


Use Lightning- or Wind-elemental spells or 
Jump to stagger. Trigger a Level 2 stagger to 
make subsequent staggers easier to achieve. 
Use Brave Thief to steal the enemy's buffs after 
“So Hungry!”. Consider Overclocking and using 
buffing Potions in combination with Imperil to 
power through a Level 1 stagger for a quick end 
to the fight. Equip the Ghostly Hood as a safety 
measure. 





J = 
4Á = 
Haste: 500s 
Bravery: 500s 
/ Protect: 500s 
Veil: 60s 
Daze (against Lightning): 
110/10s 
g ae 
7 = 
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STANGER N 





Stegger Power: 2i! attacks x!, Wind-anbved attacks x! 3, 
physical attacks during “TU Swallow Them Whole" x12. 





rame = s = M Stagger Power: physical attacks and Wind-imbued 
attacks x2, non-eiemental magic attacks x1 

$ s "s ‘ 2: " Fire-, ico-, Lightning-imbued mage attacks x0 

Staggered (Level 2) 10s Broken Permanent ü No further staggering. 


Conditional Changes: When staggered: Stagger Point = 500, Stagger Decay « 10, Max Wave Preservation = 600 | Strength: 650 when Angry | Physical Damage 
Modifier: 200% when staggered 
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CONDITION STADGER POINT STADGER MODIFIERS 





PRESERVATION 


Stagger Power: all attacks x1, Wind-imbued attacks x13, 


Detauit 800 2 voo E] x auton TW Beavis Thon Why" 213. 

3 FFE T M 

f CONDITION DURATIONS OSEE RANAN ER STAGGER MODIFIERS 

= 

grs 3s " i x Stagger Power: physical attacks and Wind-enbued 

L7] attacks x2. non-eiementa! magic attacks x1, 
Subsequent Staggers ts Infected xs L] Pres, lee, Lighesiog need magie attacks xf 
Staggered (Level 2) Ws Broken Permanent t No further staggering. 


Conditional Changes: Stagger Point 500 when staggered | Stagger Decay. 10 when staggered | Max Wave Preservation: 600 when staggered | Strengt 1.300 
whan Angry | Physical Damage Modifier 200% when staggered 
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Schemata Preparations 


Woodland Walker garb 

Physical resistance accessories 
Wind-elemental abilities 

Status ailment resistance accessories 
Imperil, Slow, and Poison abilities 
Brave Thief and Jump auto-abilities 


Overview 


Compared to its relative, Chocobo Eater, 
Earth Eater has vastly superior defenses. 
Its attacks can be just as powerful as 
Chocobo Eater's, so the Ghostly Hood is 
a handy security blanket if your HP totals 
are low. 


You will need Wind-elemental abilities 
to stagger efficiently. Furthermore, it is 
important to trigger a Level 2 stagger (see 
page 266) at low levels of development. 
This confers a permanent Broken effect 
and makes subsequent staggers easier to 
achieve. Fortunately, there is no significant 
benefit to fight this enemy early in the 
game. Later on, setups utilizing Jump 
become quite effective as well. 


When Earth Eater is staggered for the first 
time, the resultant Infected status makes 
it susceptible to ailments such as Poison, 
which you should prioritize. It also loses 
its resistance to physical damage. 


The enemy ability "| Don't Feel So Good..." 
will inflict multiple ailments on you after 
repeated usages, even if you guard. You 
can equip the Passion Rouge garb or the 
Satin Scrunchie head accessory to resist 
this, though Evade enables you to dodge 
this attack (as well as “Like I'd Let You Get 
Away With That!^) completely. 


Earth Eater is able to bestow Bravery 
and Haste upon itself with “I'm Getting 
Angry!". Triggering Brave Thief is your 
best response, enabling you to claim its 
offensive buffs as your own. 


Generally, you should take advantage of 
every stagger you inflict and go all-out on 
the offensive. If required, Overclocking 
and combining Imperil with an Enaero 
Potion will help to prevent it from 
powering up and turning the battle into a 
lengthy slog. 


LIGHTNING RETURI 


FINAL PAN 


Power Play and Last One Notes 

* If you fight Earth Eater Q after defeating 
Skata'ne Q, you should equip the Enlister’s 
Gloves to improve your offense. Your strategy 
should be similar to that used when facing a 
normal Earth Eater, with Poison taking on a 
very important role and more liberal usage 
of Overclocking encouraged. A Schema 
with very high Stagger Power, such as one 
that utilizes Jump, and a well-timed Enaero 
Potion are highly recommended (see Dragoon 
and Overclocker Schemata setups, page 
291). Remember to trigger Transform Bravery 
from Splendid Admiral on a timely basis to 
maximize your damage during stagger. The 
Warrior Hunter's Mask will enable you to 
steal any Bravery effect the enemy invokes 
and the Ghostly Hood is your fallback against 
the most severe attacks 


The Sapping Hood dropped by the Last One 
improves your physical resistance while 
bestowing any equipped Heavy Slash with 
Protect Thief 


SUMMARY 


Use Wind-elemental abilities or Jump to stagger. 
Trigger a Level 2 stagger to make subsequent 
Staggers easier to achieve. Poison is useful to 
deplete the enemy's health after the first stagger. 
Steal the enemy's buffs with Brave Thief after 





POWER 


VARIATION 


Cul 


KEEP 


EVADE & COUNTER 
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ADDED EFFECT 





“I'm Getting Angry!". Consider Overclocking and 
consuming buffing Potions in combination with 
Imperil to maximize damage during staggers. 
Dodge “| Don't Feel So Good..." with Evade and 
equip the Ghostly Hood as a safety measure. 
ABILITIES 
CONDITION ABILITY TYPE 
Attack 
(left arm) 
Physical 
Attack 
(right arm) 
Bite Physical 
Default — 
on't Feel So 
Good... Physical 
I'm Getting 
Angry! Special 
Suck In Physical 
I'll Swallow 
After Them Whole! Physical 
I'm Getting 
Angry!" Like I'd Let 
You Get Away Physical 


With That! 


1,00 


1.10 


1.50 


0.02 x2 + 
0.03 x7 


0.80 


3.00 


0.20 x6 


2.30 


10% 


10% 


2% 


10% 


2% 


10% 


50 


65 


10 (Q: 30) 


30 


60 


50 


65 


65 


60 (Q: 70) 


65 (Q: 70) 


75 (Q: 90) 


100 


80 (C2: 90) 


80 (C): 90) 


60 (Q: 90) 


Debrave: 120/20s 
Defaith: 120/20s 
Deprotect: 150/500s 
Poison: 150/30s 
Pain: 100/10s 
Haste: 500s 
Bravery: 500s 
Vigilance: 500s 

Veil: 60s 


Xi 











Defour 1600 45 600 50 Stagger Power: all attacks x1. 
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SE NEEN Overview 
11,900,000 1,300 1300 * Perhaps the most technically demanding battle 
TUR m a in the game, your match against Aeronite is 
dE xem hee strictly timed. You will have approximately three 
— nn isi minutes to stagger from when the battle begins. 
After you stagger, you'll have another three 
minutes to reach the next stagger. This continues 
through to a fourth and final stagger. If this timer 
ever expires, the enemy will immediately leave 
the fray. The next time you encounter it, all of its 
health will have regenerated. 













Our strategy here offers a reliable way to win on 
a first playthrough. For best results, you should 
set up your Schemata as shown. Given that you 
need Equilibrium+, complete your preparations 
by the end of Day 12, then engage Aeronite early 


Bn ® B e 9 in Day 13 to allow time for the Ultimate Lair. 
Purchase at least three revival items, as well 
wo 100 100 100 0 


» 
C) 


SNE 
25% BR 100% 


JE ESE 
AR SES SN EEEN EDA (NEN COEN SEA LO B. as an Enaero Potion from Ruffian. Bring along 
on ON: HOON: (ONE OON, (MOEN, BEE NEVE) OE AE CE GENE qui Wr an Ether or two to be safe. Finally, fill out your 
WE NÉ: UN TOUR nt i009 O E KLO CRE ET IERI DG o L0 I (VR) (8 recovery items with Potions that grant Bravery 
voos 100% 100% MOX 10% 100% $9 8 € 9 9 100 ww 100 wo w w o if you can. 
SOO% SON 100% WOW 100% WOW e SG © a a w mw X0 Ww mw wo 09 


Start of Battle: Aeronite's attacks are powerful 
and frequent; weaken them with Defaith and 
Debrave, each of which will require two casts 
to inflict successfully Open with Defaith in 
priority, as Aeronite will always begin with a -ra 
elemental spell. The enemy's actions will mirror 
ASSER — your own. If you use physical attacks, it will use 
short-range abilities. If you stand at range and 


Staggered De Unprotected Uh 9 Stagger Power: all attacks x1. TU 3 
Cast spells, it will do the same and occasionally 
Staggered (Level 2) es p | a Stagger Power: all tacks xt use Black Hole to draw you closer. You will rely 
Unprotected, 
Staggered (Level 3) o Urahefed, nm L] Stagger Power: afl attacks x! 
Unprotected. 
Staggered (Level 4) nés Unshetied, Ves 6 No further staggering. 


Conditional Changes: Stagger Point 1,700 after 1st stagger, 1,800 after 2nd stagger, 2.000 after 3rd stagger 


SUGGESTED SCHEMATA 















































a Splendid Admiral Soldier of Peace Equilibrium+* 
— Demnüe Mages sh en 
e | "um "i or — eenn Noblesse Veronique 
| Preta Hood Soul of Thamasa 
n Runic Ring D EN White Bs Enlister's Gloves 
ee | "d | oos | Defaith 
8/8 Em la] Guard PIU * Slash Debrave 
ENNE E 
6/0 M "- m Aerora "m" — +10%) Ruin 


* Exploit the Standby ATB Recoverys auto-sbäny 8s often as you can. For example, you can switch very briefly to Equilibrium: between tho first and second parts of Megaton Break, or immediately after Hellflare, or between the first and second 


^2 


hits of the enemy's swipe combo. Even the smallest of bonuses to recharging your staggering Schemata will accumulate when invoked repeatedly and help to speed up the battle 





EOGHTNINS RETPANS- 





on magic for staggering and physical attacks 
for damage. A good rule of thumb is to cast 
your -ra spell once or twice in / and finish the 
combo with two finales in 77. Be sure to always 
switch back to A to guard when necessary. 
Generally, you should follow this sequence by 
using Vto preserve your Stagger Wave with 
Ruin and refresh both Debrave and Defaith 
constantly. This approach balances your ATB 
usage across all three Schemata. Whatever you 
do, guard against Aeronite's swipes at all costs. 


Level 2 Stagger: Aeronite becomes much 
stronger now, setting aside Megaton Break 
in favor of its ultimate move, Hellflare. This is 
executed relatively quickly and, unless Perfect 
Guarded, bypasses the effects of the Preta Hood 
and penetrates your resistances. If you see an 
incoming Hellflare, immediately cast several 
Ruins and prepare for a long interruption. Note 
that you can avoid being launched by Hellflare by 
guarding with an active Vigilance or with a well- 
timed item, but your challenge will be to survive 


a perfectly timed Artemis's Arrows for massive ] 


damage. Once your ATB runs out, switch to 
and Attack while recharges. Repeat this 
process and maintain all status effects; trigger 
Transform Bravery again by refreshing Deprotect 
and Imperil as necessary. Continue to guard 
against enemy spells and keep your health up 
so you do not suffer an untimely knockout and 
lose your Enaero effect. Eventually, you will 
succeed in depleting the enemy's massive HP 
pool and claim victory. With superior execution 































































































































































































L Otherwise, you will be knocked all the way out the hit so as not to lose the positive effect in and minimal usage of EP and items, you should 
to the edge of the battlefield, wasting precious either case. Ensuring that Debrave and Defaith be able to obtain a perfect five-star rating with 
seconds and Stagger Wave progress. Guarding are constantly in effect is absolutely vital for points to spare. If this is not a concern and you 

l against both parts of Megaton Break — the survival. Furthermore, its single swipe attack are feeling uneasy about the time limit, though, 

` initial physical attack and the follow-up Quake turns into a two-hit combo that first launches start Overclocking and throwing Ethers. 
— is also a necessity. you, then knocks you back. This is incredibly 
e Level 1 Stagger: Chaos's Revenge is a huge disruptive, so you need to guard vigilantly. 
boon to your offense; as soon as the Stagger © Level 3 Stagger: At a distance, Aeronite will 

GE Wave pulses red, switch back to # and unleash occasionally cast the ultimate elemental spells: 

a couple of spells to stagger immediately. Once Flare, Chill, Surge, and Tornado. Otherwise, the — — 
staggered, Aeronite will immediately unleash enemy's behavior is identical to that exhibited SUMMARY 4 

an abrupt, multi-hit Roar that will miss you if during the previous stagger. 

you are far enough out of range (this applies to. Level 4 Stagger: Aeronite will finally collapse 

all further staggers too). Continue to follow the ; 

~ same procedure to reach a second stagger. The ang te weble Y — waith er ides 
a ill basin te caat‘ za di ta : i its only actions in this state are -ga spells. 

— gin mm 3 — jn S: Additionally, it will now take 500% damage 

Pe GA fum sca nd na taco! Ied 

h " ti i rful ng throw your Enaero Potion and cast Deprotect 

UNIUS: AUIS ASU moe ENON and Imperil. Trigger Transform Bravery or throw 

[ a Bravery Potion and begin your assault in 3. 

" Use combos of one Light Slash followed up by 

ABILITIES 
CONDITION ABILITY OWE! MATIC EEP x CO 

x Swipe Attack (Knockback) Physical 3.00 10% 55 [mn ar |- 
Fira Magic, Fire — | —120 3% 18 95 | x - 

Blizzara Magic, Ice 1.20 3% 35 | 95 | x | - 

- Thundara Magic, Lightning | 030x4 3% C | 35 x - 

 Aerora Magic, Wind 030 x4 3% 3 | 95 | x - 

Default Dragon Breath | Magic, Fire 1.75 x4 10% 50 95 x - 

> 036 x14 [ | 

Roar Physical 300 10% 55 | 95 | x — 

| Black Hole Magic ond uw | 8 | 5 | x z 

. [MegatonBreak(Rush) Physical 7.00 10% 6 | w | x = 
à Megaton Break (Quake) 65 100 x 

maser | s 

E [ Firaga* . Magic, Fire 95 x - 

| Blizzaga* |... Magic, Ice 350 35 — € 

Thundaga* Magic, Lightning 044 x8 3% 50 | 95 | x - 

. Magic, Wind 044 x8 3% 50 95 x = 
» —— E | (ea Magi 050 | 3% - | s | x Pain: 500/155 
Fogga | Magic | 050 3% 20 95 x Fog: 500/15s 

| | Megaton Break Rush) | — Pysci | 1000 | WM & nn 5 

| Megaton Break (Quake) Magic 250x4 10% 65 100 x - 
Levels 2 and 3 5 à 5 = E 
Staggers Roar y 55 95 
| | (One-time) = z 
- _Swipe Attack (Launch) | Physical 55 95 P4 
Flare** Magic, Fire 20.00 3% 70 95 x = 
| Chill** Magic, Ice 200 | — 3 | m s | x - 
sang à Surge** Magic, Lightning mar 3% | 70 95 x - 
Tornado** Magic, Wind ae 3% 70 95 x z 
| Heliflare Magic,Special | 1500 10% ] 8 "0 | x = 
Level 4 Stagger Ruinga pi laii T 3 - 
178 seconds pass | 
without Stagger Fed Up Physical 3.00 10% 80 100 x Escape 
or Defeat L | | 
* Also during Level 4 Stagger 
** Only during Level 3 Stagger 





* BESTIARY 











"MAN-MADE UNITS 


POP LITE 
9900005R005500886¢ 


STANDARD Sh 15% 120% MOK 120% 7% 0 o 








PRESERVATION 


STAGGER POINT DECAY 


FTADGEN MOMFERS 





Stagger Power: all attacks x! 


ADDED 
EEC? 


ITERATIVE 


RESISTANCE WIAGGER MOMFERS 


DURATION 





Staggered 0s - E 5%/10% No further staggering. Damage: all attacks x3. 





9000008 


STANDARD 10% 10% 120% 70% 120% 70% 0 





STAGUEF MAX PRESERVATION 


COMINTION DECAY PHLREAYATION DECAY 


STAGGEN POINT FTABGER MODIFIERS 





Stagger Powor: all attacks x1 


ADOED EET TTERATIVE 





CORSTEN OURATION erect OURATIUA RESISTANCE STAGGEN MOCIITERS 


SIAGGER DETAILS 


S108 No further staggering. Damage: all attacks x3. 


Schemata Preparations 

* Firewyrm or Thunderbird Bracelet arm 
accessory 

* Slow ability 


Overview 

* This plodding mechanical unit 
may catch you by surprise with its 
relatively quick strikes in the field, so 
be sure to avoid Poor starts against 
such a weak foe. 


* You can easily take advantage 
of Hoplite’s natural elemental 
weaknesses (Fire and Lightning) with 
the appropriate arm accessories, 
or inflict Slow to delay its already 
Sluggish movements while you focus 
on a different enemy. 


* Last One Note: Simply exploit 
Hoplite O's elemental weaknesses 
and it should fall without much delay. 


SUMMARY 


An unremarkable foe, Hoplite is slow 
to act and has a devastating weakness 
to the Fire and Lightning elements that 
should be exploited for a quick victory. 


LIGHTNING RETURNS. 
FINAL FAN TAS Y. XII 


* BESTIARY 





a MAN-MADE 
UNITS 






* Firewyrm Bracelet arm accessory 


KEEN PE EL Schemata Preparations 
Jan s 128 10 


———— Overview 


* Clear Ooze *The Flanitor is extremely easy to 
stagger when attempting its Rescue 
spell, leading to its quick demise. 





Yusnaan (City, Patron's Palace) 





s The Velvet Bouncer garb, with its 
default Blitz ability, is often capable 
of eliminating an enemy group 
consisting of a Personal Guard and 
two Flanitors with only three uses 
of Blitz targeted at the Personal 








z : P Guard. 
eooooOoBRHBODBSOZHEBSR 
STANDARU 100% 100% 200% 100% 10% 10% B B B B B B B W B B S 5 
COWON  SfAGGERPONT STOER MAC, ED STAGGER MODIFIERS 
Stagger Power: all attacks x0.3; during Rescue, 
Default 100 10 1,000 50 paced SUMMARY 
Stagger to interrupt any attem 
CONOITION QUNAnON T ERR AED eects STAGGER MODIFIERS y gs iy 


this enemy to use Rescue. Use Fire- 
Staggered Os É E 0 No further staggering. Damage: all attacks x3. elemental abilities for an easy victory. 


T MAN-MADE UNITS 





Schemata Preparations 1 
* Thunderbird Bracelet and Thorn of Will arm 

accessories 
* Lightning-elemental abilities - 


Overview 

* This machine attacks with Rush and Energy " 
Blast. Both abilities take a long time to 
charge; the latter can inflict Curse. 


* Gertrude is resistant to physical damage, so 
employing Lightning-elemental spells to hit 
its elemental weakness is the best way to 1 
deal damage. 


* By contrast, the most effective way to 


stagger this foe is to use physical abilities 
90900008BBDBEDUEEBo* such as Heaw Slash, eia Down or 


15% EM 100% S 120% SOK X 9 » » » w 9v? 9* v Sparkstrike as it is charging its attacks. 





10% 100% 100% 100% 120% 100% 0 L] 0 L] 9 9 wv o 0 9, wo 0 





SUMMARY 


" seang + SIAGGER MAC PRESERVATION 
CONDITION STAGGER POINT DECAY. PRESERVATION DECAY 


—— 


TANT STAGGER MÜDIFIERS 





st i = h No further staggering Damage: ai attacks x15. 
" s ‘ce-etemental attacks 12 


Schemata Preparations 

* Thunderbird Bracelet arm accessory 

* Lightning-elemental abilities i 
* Deprotect and Imperil or Curse abilities 


Overview = 
* This enemy is likely to employ Rush several 
times in succession, The attack is not 
especially damaging but will launch you - 
into the air if you don't guard it. 


By guarding effectively against Rush and 
following up immediately with physical 
or Lightning-elemental attacks, you can 
stagger the enemy and put a stop to its - 
frenetic movements. This is also the best 


E 5 ð o 2 ð B5 B a Bg ® B + ® way to farm the extremely useful Beat 


WOW 100% 120% SU 120% s0% 3 HW w 9 9 € WM 10 w » w n» Down ability E 





Another option is to inflict Deprotect and 
Imperil and simply hack away with physical 
attacks, ideally with the Thunderbird 
stacues MONT AGGER MAX PRESERVATION STAGGER MODIRERS Bracelet equipped. As long as you sustain 


STAGGERED 150% 150% 150% 100% 150% SH 0 a L] 0 p] ?» m C€ 0 2 wy 











DECAY — PRESERVATION DECAY j 4 
e" is F m a — — abos xh the string, you can interrupt Desdemona J 
(X2 after Rush), spells x? and prevent it from ever resuming the 
PDT ~ ~ offensive. 
CONDITION RATHI uU cn ur az STAQGER MODIFIERS J 
Staggered n Unprotected 1 0 No further staggenng SUMMARY 


Lightning-elemental 
abilities. To stagger, use physical or Lightning- 
elemental attacks immediately after Rush. * 


LIGHTNING RETURNS. 
FNAL FANTASY. XII 


* BESTIARY 










„ MAN-MADE 
UNITS 


EET Stemat Preparations 
100,000 500 0 60 


* Splendid Admiral garb or Thorn of 


UEFAULT 
Courage arm accessory 
num se : * Thunderbird Bracelet arm accessory 





O * Lightning-elemental abilities 


Yusnaan (Slaughterhouse during — 
"Tanbam's Taboo” side quest) Overview 

* Simply a tougher version of the 
Desdemona that is ailment-proof 
until staggered, Desmond presents 
only a mediocre challenge if you have 
previously become well-practiced in 
guarding against the Rush attack. It 
is recommended to take the initiative 






— 








AA — with a Bravery effect, either through 
; m FU cS ems mm FA em the Transform. Bravery auto-ability of 
Ew Ql A m FA m Bm ? : ; 
9 n] ð ð ð ð B B ¥ * the Splendid Admiral garb, if you have 
100% 100% 120% 50% 120% 50% 100 100 100 100 100 100 100 100 100 100 100 100 access to it, or the Thorn of Courage. 
150% 150% 150% 100% 150% 50% 0 0 0 0 L] 0 100 0 0 0 wo 3 
SUMMARY 
CONDITION STROE rcr PRESERVATION STASQER MODIFIERS Stagger by using physical or Lightning 
attacks immediately after Rush. 
Stagger Power: ical and ing-imbued attacks x1 a 7 5 
Defaut am 5 coo 5 UIN MNA tr Staggering also increases damage 
taken by the enemy. 


aooo EFECT ITERATIVE STAGGER MODIFIERS 





DURATION EFFECT DURATION RESISTANCE 


Staggered 7s Unprotected 7s 0 No further staggering. 





MAN-MADE UNITS 





DREADNOUGHT 
eoooooBBHDUDBSEDOSBo 





ARMS- DESTROYED TW 200% SO% ON MOM "04 3 30 3 y 3*3 9 0 HP » HV WVW X 





CONDITION STANSER POUT 


Stagger Power: non-ico-imbued attacks «0. ice-imbued 
attacks x1; during Wrecking Ball, ice-enbued stacks x5. 
Damage: during Wrecking Ball. all attacks x1 & attacks on 
extended arms x1 5 





AQ A 
Lm 


EFFECT 
DURATION 


TERATIVE 
REBISTANCE 


LOHDITON DURATION 





20s No further staggering. Damage: al! attacks x2 





DREADNOUGHT Q 
SIXDVOONBAOSBOSEHBY® 

















Schemata Preparations 


Fire-resistance accessories 

Watergod Bracelet arm accessory 
Heavy Slash, Evade, and Imperil abilities 
Beat Down or Ice-elemental abilities 


Overview 


Dreadnought is a ponderous foe, but hits hard 
when it finally does act. It has innate ailment 
resistance, so you will require twice the usual 
dose of spells to inflict your ailments of choice. 
In addition, it will use Steam Clean to rid itself 
of ailments and replace them with a Veil effect. 
Staggering is only possible with Ice-elemental 
abilities. 

You can easily destroy the enemy's arms by 
employing a strong attack such as Heavy Slash 
after a swinging attack. Destroying an arm also 
temporarily disables the Dreadnought. Once 
both arms are gone, Dreadnought will try to 
use Wrecking Ball. Fortunately, all subsequent 
damage dealt to the enemy quadruples, ailment 
resistance decreases, and Stagger Power 
increases dramatically during Wrecking Ball 
In addition, it becomes susceptible to launch 
by Blizzaga or the Purple Lightning garb's Flood 
once its arms are destroyed. 


Interestingly, the Dreadnought has fairly short 
range and highly telegraphed abilities. All of its 
attacks except for Flame Cyclone and Wrecking 
Ball can be dodged by using the Evade ability, or 
by simply casting spells to jump backwards at 
the right time. This makes Evade a very useful 
ability in this fight, especially when utilized to 
roll to the side and target Dreadnought's arms 


Power Play and Last One Notes 


At higher levels of development, you can 
ignore the arms completely and go for the 
quickest stagger possible. For example, you 
can alternate between two Schemata equipped 
with Beat Down or Jump, powered by the Auto 
Enfrost effect of the Watergod Bracelet. The 
Heartstealer garb is ideal against this enemy, 
as you can also make use of its native Evade. 


Against Dreadnought Q., a similar dual- 
staggering setup offers the most efficiency 
Destroy the arms with Heavy Slash and focus on 
using Beat Down/Jump relentlessly otherwise. 
Keep Blizzaga or Flood on hand to launch in 
case the enemy attempts to use Wrecking Ball. 
Don't hesitate to Overclock if you want to take 
advantage of Auto Enfrost early in the battle 


SUMMARY 
CONOMION STAGGEN POINT * dc tn PRE re STANGER MODIFIERS 
| " Stagger Power: non ice-enbued attacks x0, Ice-imbued There are two ways to approach this fight. The 
eemnes fist to relieve the enemy of both arms and then 
extended arms x15. je es M 
Staggerod EN Unprotected — 208 20%/40% No further staggering. Damage: al attacks x2. be further — with imperi. 


Default 


Arms 
Destroyed 


Attack 


Physical 1.00 

Pulverize Physical 2.50 
Incinerate Magic, Fire | 3.00 x1-x2 
Flame Physical, Fire 0.50 
— Magic, Fire | 2.00 x4 
Steam Clean Special - 

| Pulverize Physical 0.60 
Wrecking 


Ball Physical, Fire 5.00 


VARIATION 


50 
65 
30 


65 


30 


KEEP 
95 
95 
95 


90 


95 


95 


EVADE & COUNTER 





ADDED EFFECT 


Deprotect: 30/40s 


Esuna, Veil: 60s 


LIGHTNING RETURNS. 





Schemata Preparations 

* Two of Ignition, Watery Chorus, Electronica, or 
Woodland Walker garb 

* Beat Down ability 

* Deprotect, Deshell, and Imperil abilities 

Brave Thief auto-ability 


Overview 

* Aster Protoflorian will cycle through the four 
elements with its signature Exoproofing ability, 
which enables it to absorb damage of the specified 
element and become weak to the opposite element 
(Fire versus Ice and Lightning versus Wind). 


Exoproofing also bestows the enemy with a buff 
9 ə ð D 2 ð S| a B B a Bg &g B $ > that can (and should) be stolen with the Brave 

wos 100% we 100% 100% wow $m X» a » x» » w x x» » 9 Thief auto-ability, accessible at an early stage in 
the story through a combination of the Battleaxe 

of the Believer weapon and Heavy Slash. Typically, 








CONDITION — -sAcenrair STEEN LL ER ON EE Exoproofing: Fire casts Bravery, Exoproofing: Ice 
SS T » s s Bigne Peder: physical stacks x1; magie attacks id casts Faith, and Exoproofing: Lightning casts Haste. 
(except those exploiting Exoprooting weakness x2) Exoproofing: Wind casts Regen, which you cannot 


mum EFFECT take for yourself. 


CONDITION DURATION EFFECT DURATION STAGRER MODIFIERS 





Be on the lookout for Cranial Plant, which can launch 


—— had Painad = Me 77750777 RN you into the air, subjecting you to Bulb Smash if 

Suge we —— Eat eet a unguarded. Manadrive Missile is also noteworthy 
—— îs Conducta 305 WW. Demoga: al attacks 12. for its relatively quick execution. 

— = * — Sere ° When staggered using elemental spells, it will take 

— sain mu additional damage from the element that was used 

Conditional Changes Stagger Decay: 5 when staggered, 30 during Level 2 stagger | Elemental Damage Modifiers. during Exoprocfing, 200% for weak element, to trigger the stagger. Staggering is also possible 

See et en M with high Stagger Power physicals such as Beat 


Down, which will inflict a Pained effect on the enemy, 
so be prepared to guard against Manadrive Missile. 
A Level 2 stagger, only possible with physical attacks, 
enables launch and the use of an extremely powerful 
contextual command called Smite 


At low levels of development, using two of Ignition, 
Watery Chorus, Electronica, or Woodland Walker 
is ideal to cover all four elements if you equip two 
elements to each garb. This ensures that you will be 
able to hit its Exoproofing weakness no matter what 


Power Play and Last One Notes 

* Given that the Aster Protoflorian begins the battle 
with normal resistances, you may opt to end the 
battle quickly with an application of Imperil and 
equipping an auto-elemental accessory and either 
the Thorn of Courage or Thorn of Will. This works 


e eo D ð ð & Bg B a B &g B v ® well if you decide to Overclock immediately 


100% 100% 100% 100% 100% 100% 3) 39 w w » 9» » v v v » » * Against the Last One, the previous strategy makes 
for a good opening, but you can also use the 
Transform Bravery auto-ability from the Splendid 














dE STADER MA PRESERVANON A — — raga 
CONGITION M ace. RN STAUGER MODIFERS Admiral garb in lieu of the Thorn of Courage. Reach 
don = » J 2 Stagger Power: physical attacks x). magic attacks x0 Level 2 stagger with Beat Down setups to maximize 
NEEN ae m your damage. Poison is also recommended. 
CONDITION QUARTI EER NEU STE SIAGUER MODIFIERS 
Staggered with Stagger Power: physical attacks x3, magic attacks x0 SUMMARY 
Physical Anack ês Paed Ws 20%/40%/5O% Damage: sli attacks x2 
Parched, levels of development, ll four elements 
epe 6 Exposed, 2408 Stagger Power: ptrysical attacks x3, magic attacks x0 At low of uto 9 
ene Conduct or Damage: si atacks «2 and stagger with spells. Beat Down/Jump should be 
— favored on stronger characters. Be sure to carry Brave 
Staggered (Lavel 2) 3 Unshellod 3s 20%/40%/80% No further staggaring Damage: all attacks x3 Thief to steal any buffs granted by Exoproofing. 


Conditional Changes: Stagger Decay: 5 when staggered, 30 during Level 2 stagger | Elemental Damage Modifiers: during Exoproofing, 300% for weak element, 
100% for strong element, 0% for the other two elements 


Default 


Default (after 
Exoproofing) 


Attack (right 
arm) 


Attack (left arm) 
Manadrive 


Missile 


Exoproofing: Fire 


Exoproofing: Ice 


Exoproofing: 
Lightning 


Exoproofing: 
Wind 


Spin Jump (hit) 
Spin Jump 


(shockwave) 


Efflorescence 
Cranial Plant 


Bulb Smash 


Special 


Special 
Physical 
Magic 


Physical 
and 
Elemental) 


Physical 
(and 
Elemental) 


Physical 
and 


Elemental) 


POWER 


2.50 


0.50 


0.40 x4 
(0.60 x4) 


0.60 
(0.80) 


1.50 + 0.20 
(1.80 + 0.20) 


LIGHTNING RETURNS 






VARIATION CUT KEEP EVADE & COUNTER ADDED EFFECT 








10% 35 65 V 
0 4 60 x 
5 30 100 
Enfrost: 300s 
- an 1nn - 
5 i Faith: 30s 
P Enthunder: 300s 
30 100 Haste: 30s 
Enaero: 300s 
= 2 
0 100 Regen: 30s 
10% 65 95 x 
11 60 95 x 
0% 50 80 x 
0% 50 80 / 
0% 50/35 95 x 











ə 


100% 100% 100% 65 66 55 


t Y. 
Í Dotan X eon 5 
Staggere 0 x op 





$00000BBUDHI 





fight, simply 


025 tack them as you would any other 
enemy. It takes two hits before they 


tum hostile; attack a third time to 
initiate the battle 


entry will immediate 





Stagger Power: all attacks x! 





Use the Thorn of Aggression to prevent 
being interrupted by multiple enemies 
Area-of-effect abilities can launch 
rather easily. 





eoooooBBOUDBSBSZOSsHoe 
ww Oo omo moon 


STAGGER 


CONDITION STAGGEN POINT BTAGGER MODIFIERS 


DECAY 





Default 300 n 600 50 





Conditional Changes: Stagger Decay ! when staggered 


| .oooooBHODBSOUESO 


DEFAUNT wos 100% 108 WOR 100% 100% 3 v v v HD VW » HD  » HM 









STAGGER MAX PRESERVATION i : 
DELAY PRESERVATION DECAY STAUGER MOUTIERS 
Stagger Power: whan enemy idle, elemental attacks x1, 
non-elemental attacks x0.5; when enemy active, 
wll attacks x1.5. 





CONDITION STAGGER POINT 


STAGBER MODIFIER 





DOWER Stagger Power: physical attacks x300 


No further staggering. Damage: ail attacks x1.5. 








POHTNING RETUONR- 


Schemata Preparations 
* Area-of-effect abilities 


Overview 

After you have completed the main 
quest in Yusnaan, Personal Guards in 
the field remain neutral toward you 
until deliberately provoked. To pick 
a fight, simply attack them as you 
would any other enemy. It takes two 
hits before they turn hostile; attack a 
third time to initiate the battle. 


* Personal Guards have some innate 
resistance to ailments and are 
capable of using various restorative 
items. Otherwise, they will merely 
shoot with their guns, which, while 
disruptive, are not overly harmful. 


* When accompanied by Flanitors, you 
can easily eliminate the entire enemy 
group at once with strong area-of- 
effect abilities such as Blitz when the 
machines move to heal the Personal 
Guard. 


SUMMARY 






are th 


Schemata Preparations 
* Area-of-effect abilities 


Overview 

* This enemy can inflict Deprotect on 
you and summon reinforcements, 
but has no special resistances and 
is easily interrupted. Area-of-effect 
abilities work well against groups. 


* The Fanatic can drop Sickle of the 
Faithful, which carries the Protect Thief 
auto-ability. You can use this to remove 
defensive buffs from enemies and 
apply them to yourself, but in practice, 
it is overshadowed by the more useful 
Battleaxe of the Believer and its 
complementary Brave Thief auto-ability, 
which works on offensive buffs instead. 


* A constant fixture in the Den of 
Shadows once you unlock the map 
area during chapter 1-5, the Fanatic 
becomes functionally "extinct" after 
you complete Luxerion's main quest. 


SUMMARY 


erg o 
are otherwise 


reinforcements, but 
easily dispatched. 





aven it accompanied by Fait. 


* BESTIARY 


* HUMAN 








Schemata Preparations 
* Wind-resistance accessories 
* Lightning-elemental and Imperil abilities 


Overview 

* Noel presents a good opportunity to 
practice Perfect Guarding to build the 
Stagger Wave. Combine this with abilities 
that target his Lightning-elemental 
weakness and you should be able to take 
out a large chunk of his HP with a stagger. 


* During an ongoing stagger, try to achieve 
a level 2 stagger: this makes Noel 4 
susceptible to launch, setting up severe 


eooooóoBBOOSSOOSBo3oo damage from a Smite finisher. 


en OE i b. c sq ol cpop opp qp opo oq on * Watch out especially for Noel's ailment- 

inflicting attacks: Imperil Strike, which 

can inflict the titular ailment and increase © 

the power of his Wind-elemental © 

Detoutt 400 8 600 E] Stagger Power: physical attacks x1, spells xl. abilities; Slow Strike in the latter half of 

the battle, which inflicts not only Slow J 
but also Deprotect and Deshell when 

successful; and Daze Strike, which leaves 














E Stagger Power: physical attacks x8. : 
g et yi — on 15575 — Damage: all attacks x2, elemental attacks xt. you momentarily vulnerable to a strong " 
BH follow-up 
E: Stegger Power: physical tacks x8, 
p] Movie Suone *» — = 25%/50% Damage: all attacks x2, elemental attacks x1. 
- = * When Noel uses ATB Charge, he will gain 

Perfect Guard Stagger 5 Cure le OO eem, semen) stacks x1 Vigilance and prepare to perform a longer 

— string of physical attacks. You can actually 

(Leva 21 x eee: | —. — | Rsc, use this to your advantage by Perfect £ 


Guarding the additional hits, building up 
the Stagger Wave even further. 


Things get more serious after he has lost 
half of his health. This triggers Blessing 
of Shadows, which bestows Haste, Shell, 
and Enaero, as well as more powerful 
attacks such as Gale Fang and Meteor 
Javelin. 


Power Play and Noel Kreiss+ Notes 

* |f you bring along a Warrior's Potion or 
Enthunder Potion, both available from 
the wandering Wildlands merchant, you 
can play extremely aggressively after 
inflicting ailments (including Imperil) 
and staggering. Overclock to deal large 
amounts of damage, which can bring the 
fight to a quick conclusion, especially if 


eéooooóoBBHODSOBSSBOSHoOs you also set up Smite. 


[une ws ox ox on es os mm * Aside from a change of wardrobe and 
slightly improved parameters across the 
board, Noel Kreiss+ presents exactly the - 








CONDITION — STAGGER MODIFIERS : 
aa e - uina dmi : same battle as his default counterpart. 
Stagger Power: physical attacks x1, spells x1, 
Detautt 550 10 100 7» Perfect Guard x1. 


SUMMARY F 


DURATION 





Physical Stagger bs Unshellod 3s TN» cniin —— xt j 
Magic Stagger Ss Hindered Ds 20% aid a. 

Perfoct Guard Stagger 5 Cursed sos MNA casita tse iiS xt. 

Physical Sugger s Unprotected 28 250% No further staggering. 


212 





ABILITIES 








Default 


LI 
After Blessing 





Attack 


Physical 





Attack 
(Finale, 1 hit 


Physical 








































































































































































WALKTHROUGH 


MAIN QUESTS 


SIDE QUESTS 


CANVAS OF 
PRAYERS 


BESTIARY 





ULTIMA 
WALKTHROUGH 


EXTRAS 


NOEX 





ABILITIES 
TABLES 


IMPORTANT 
INFORMATION 


ENEMY 
DIREC TORY 


CHAOS BEASTS 
FERAL 
CREATURES 


MAN-MADE 


JNITS 


HUMAN 


* SPECIAL 










Schemata Preparations 

* Physical or Ice-resistance accessories 
* Fire-elemental abilities 

* imperil ability 


Overview 

* This fight challenges your ability to 
react quickly and respond accordingly 
to enemy attacks. Snow will begin 
with simple moves such as Blizzard or 
a basic physical attack (punch or kick) 
Eventually, he will use Chaos Charge. 
His vulnerability to stagger will 


SNOW VILLIERS increase, providing encouragement to 


be aggressive and disrupt him before 


WD TE "m 4 he can finish charging. If you do not 
DJ 3 ð D] [2] ð Q B 5 B ® B v € stagger him, he will gain Bravery and 


100% 100% 150% 308 100% 1005 $9 d$ $9 VU X 9 5 ww 9» U Ww 9 Faith, making his attacks much more 





Wes 100% IO 10% 1k W0% (6 u S 6 5 m" 5 5 5 5 6 damaging. 


The type of attack you use to stagger 
triggers an added effect that boosts 


STAGGER P an STAGGER MODIFIERS 





DECAY aon damage from the opposite type 

mies. F J Charge, a0 stacks a2 during Riposte, physical anacàs x9. Therefore, it makes sense to set 
re ren er aan up one physical Schema and one 

magic Schema, with one focused on 





CONDITION DURATION DEC TTE STAGGER MODIFIERS staggering and one on dealing heavy 
damage after reaching stagger. Your 


— à — = a || ee third Schema should be used for 
Prove! Ansck ad Vachss head 255/50% No further staggering. Damage: afl attacks x2. defense and inflicting ailments. 

— T F 3 — — * A successful Chaos Charge will be 
Magic Attack rence — — Damast followed by three powerful moves 
Conditional Changes: Stagger Decay: 30 when staggered while charging Impact Driver, Brutal Bash, and Chaos 


Geyser. After these moves, Snow will 
Cooldown, reverting to his regular 
behavior. 


After losing half of his health, Snow 
will power up, performing two-hit 
physical combos as his basic attack. 
He will also begin to use the powerful 
multi-hit ability, Sanctify, as well as 
Cloak of Chaos, which grants Protect 
and Veil effects 


| SNOW VILLIERS- 
eoooooBmHODEBSZ50SEBo 


WOW 100% 150% WH 100% M 5$ B 5 B B 5 Hh B 5 5 B S5 








CONDITION sraccEn e Mir SONER 


Stagger Power: 2% attacks nl while Snow s uting Chaos 
Charge, afl attacks x2; during Riposte, physical attacks x0, 
magic attacks x2 during Recast, physical attacks x2, magic 





attacks d 
CONDITION DURATION re. STAGGEN MODIFIERS 
Charging nau ës Parched Wa 550% No further staggering. Damage: aff stacks 12 
Staggered with 
Physical Attack 5 Unahetled Bs 25% 50% No further staggering. Damage: all attacks x2 
Staggered with 
Magic Attack 6s Unprotected i BASS No further staggering. Damage: ol! attacks x2 


Conditional Changes: Stagger Decay: 30 when staggered while charging 


FIGHTNIND RETYONS: 





* Snow is capable of countering your 
abilities to great effect with Riposte 
and Recast. You should definitely 
avoid the damage type associated 
with these abilities when they are 
active and opt for the other one 
instead. In other words, cast spells 
against Riposte and use physical 
attacks against Recast. 











































































® BESTIARY 
Power Play and Snow+/Snow++ 
Notes 
e Exploit Snow’s Fire-elemental weakness 
with the appropriate abilities, as well as 
buffing items such as Warrior's Potions 
and Enfre Potions. yu stagger hin 990000 20g 
before he can complete Chaos Charge, 100% 100% 150% 10% 100% 100% 60 60 60 60 60 60 5 60 & 6 5 & 
inflict ailments and buff yourself, then 
Overclock to deal a concentrated burst INN ere EE IEN NS EEE (NEN EROS MOEN D e MAD WR HAES [5983 E87 PN 08 
of damage, it is possible to lower the 
le duration drastically. = , — 
battle duration tl, ETAGER POINT ERU EN EATON STAGGER MODIFIERS 
Stagger Power: all attacks x1; while Snow is using Chaos 
u 5 Charge, all attacks x2; during Riposte, physical attacks x0, 
8 MMARY Defaut (Snows+) 600 n 9 0 magic attacks x2; during Recast, physical attacks x2, magic 
attacks x0. 
DUAATION cen EE STAGHER MUDIFIERS 
——— Parched 30s 29/50 No further staggering. Damage: all attacks x2 
out for his coun —* & Unshelled 30s 25%/50% No further staggering. Damage: all attacks x2 
specialized Schemata are most 
efficient in thís battle (see page 295). —— s Unprotected 30s, 25%/50% No further staggering. Damage: al attacks x2. 
Conditional Changes; Stagger Decay: 30 when staggered while charging 
ABILITIES 
CONDITION ABILITY TYPE POWER VARIATION CUT EVADE & COUNTER ADDED EFFECT 
Punch (Snow) ] 65 
Physical 0.60 10% 35 f / - 
Punch (Snow+/Snow++) | 80 | | 
Kick (Snow) A 65 * SPECIAL 
f Physical 0.60 10% 35 1 i r4 - 
Kick (Snow+/Snow++) 80 
Default = — [ 7 | T ji E 
Blizzard (Snow) Magic, Ice 0.60 3* 20 | 75 x En 
Blizzaga (Snow+) Magic, Ice 120 3% 35 | 75 x i= 
Blizzaga (Snow++) Magic, Ice 350 3% 50 75 | x [5 
Chaos Charge Special = E - 100 e ent ddr 
| Impact Driver (Snow) | ^ 
g — SAE ee 
| Impact Driver (Snow+/Snow++) | 
Brutal Bash (Snow) : 
VEP mm Physical 
Brutal Bash (Snow+/Snow++) | 
After Chaos rn 
Charge 
Fist of Destruction | Physical 
| hos Geyer | Magie | 
| Countering during | Gross-Counter | Physical | 
| Riposte or Recast Counter Drive Physical 
| D —— | 
Annihilation (Snow++) Physical 
first hit) ——8— 
Sanctity (Snow) 
Damnation (Snow+) i 
Annihilation (Snow++) Prysicat Gs 
| After Depths : = i 
We ES —— 
i Sa (Snow) 
of Despair - voce hing j "vs 
Annihilation (Snow) 
| (further hits) 
Cloak of Chaos (Snow) | — 
Armor of Chaos (Snow+) Special 
Spirit of Chaos (Snow++) | HSS 





* Evade is not effective 


Schemata Preparations 
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* Wildlands (Temple of the Goddess) * Chaos's Revenge 
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* Flare e and -ga elem 
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beg don and 
a Manaflare 
Stagger Power: wide in Commando mode, p — — 
ox 5 1, magic attacks xt while in Revager mode: elements 
attacks x! 
— " o further staggering until the end of tt m un } 
Bahamut 
Ess ; Stagger Power until the end of the N 
Staggered (Ravager Os 9 ^ 
(c 









$ imbue 





guarded t 
e * er x1, other at 
t Brale 


Imperil and Slow 











e Eventually, Caius will shift to Ravager. In this » Beyond these basic principles, it is important Power Play Notes 
to realize that you essentially have to match « 
him blow for blow in order to stagger. Only 
physical and elemental attacks contribute to 
stagger against Commando made and Ravager 
mode respectively. If your timing is good, you 
can stagger in Commando mode (Jump being 
very effective here) right before he switches to 
Ravager mode. With the Broken effect in place, 
stagger again with your element of choice and 
follow up with massive damage by taking 
advantage of Parched, Exposed, Conductive, 


’ mode, he will unleash multi-hit elemental spells 
^ such as Frostburna and Thunderstorma while 
simultaneously gathering energy. When he 

J has finished doing so and is "Ready!", he will 
à unleash the highest-tier elemental spells in the 
game (Flare, Chill, Surge, and Tornado) one after 


q the other. After this, he reverts to Commando. 
* Caius has a couple of final tricks up his sleeve. 
] Absolution removes up to three inflicted 


ailments and bestows Bravery, Faith, and Veil. 

After he has taken enough damage, he will use 
! Body and Soul, which bestows a whopping five 
buffs: Protect, Shell, Haste, Bravery, and Faith. 
These can all be countered with their opposing 
ailments, although you could certainly steal 
the offensive ones with Brave Thief, most 
likely activated with Heavy Slash on a Schema 
L equipped with Battleaxe of the Believer. 


After all this, what is the best way to damage 


or Brittle. 


7 him? Fortunately, Caius is susceptible to many 
standard status ailments, including Imperil, 
which renders him weak to all elements. The 


ABILITIES 


CONDITION 


Ravager Mode 





Commando Mode | 





Element spell and various -ga spells you should 
have acquired en route to this fight are all 
incredibly useful. In fact, you can interrupt him 
repeatedly with -ga spells if you inflict Curse. 


Physical 





* To improve your survivability, you should carry 
magic and elemental resistance, as well as 
the Defaith ability if you have it. Debrave also 
helps against Commando mode if you have 
room for it. If you have completed the main 
quest in the Dead Dunes beforehand, the Preta 
Hood accessory can be a lifesaver in this fight. 


SUMMARY 





It should be clear that the least frustrating 
strategy to use in this fight is a well-prepared 
Power Play. Bringing along a Warrior's Potion 
and any sort of elemental Potion is a critical 
first step. Set up an initial stagger with Jump 
after inflicting Deprotect and Imperil,. Use 
your buffing Potions and then Overclock twice 
in succession with your strongest physical 
attacks. If your stats are high enough, you 
should be capable of depleting the entirety of 
Caius's HP all at once. Otherwise, time your 
stagger toward the end of Commando mode 
in order to make use of the added effects as 
previously detailed. 
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2m | 6 | " | 
| Attack Finale (launch) _ Physical — $, 100 WE E | Ed = 
Attack Finale (knockback) Physical 120 10% o | 9 | 7 [- 
Blast Wave Physical _150 w | 2 | s X - 
Blast Wave (spread) | Physical 0.85 x1-x3 s | 2 | s, x j= z 
| | Deprotect: 120/60s 

Eye of Bahamut Physical 0.20 xs 5% 10 95 x —— i 
€ i " —Ó — [dec Un 
Inferno - _|  MegcFre | 300 10% 50 | 100 x - i 
Pulsar Burst. Magic osoxo | s | w | Y | x = | 
| Graviton —— Magic Mo | 0% m 5 | A Is 
| Giga-Graviton. Magic 05025 | WX | 40 3 x - ! 
_ Megaflare Special 1071 | 5$ | 80 wo | x |- , 

Esuna x3 
Absolution Special a = - 95 z | MENS 

| | Veil: 30s 
| | Heals 25% HP 
Body and Soul Special - - - 35 - — 
NS — J | — | Bravery, Faith, Protect, Shell: 500s 
‚Fira Magic, Fire 0.50 L- 59 30 | 95 x - 
| Blizzara . Magi,lce | 050 5% — 95 x - 
| Thundara Magic, Lightning | 01254 | 3% »x | s —— = 
Aera — 7 à à (| Magic, Wind | os | % | 0 5 x [= 
Flamesparka Magic, Fire, Lightning! 0.50x2 w | ə e | x [- | 
| lcestorma |. Magic, Ice, Wind 050x2 | 3% | M —u—95 x l- ] 
| Frostburna _| Magic, Fire, Ice | 05022 mw 1] ww Lx. —X z | 
Thunderstorma | Magic Lightning, | 50x2 x | œ 95 x z 
| Firaga | Magice | 29 | 3 | 9 | 9 | x — |- 
Blizzaga | . Magic, Ice 200 | 3% j 50 i 95 | x - - 
| Thundaga Magic, Lightning |  025x8 |. oO: lI *] x = | 
_Aeroga Magic, Wind 0.25 x8 mW p ws ----j x = 
Flare — Magic, Fire 3.50 10% 60 95 x = 
Chill Magic, Ice 3.50 10% | 60 95 x = 
Ie 0.05 xi-8 3% 

| -— J Magic, Lightning 350 10% 60 95 x - 
Tornado Magic, Wind — | — 05 XH$ = 60 95 x = 
Ultima Magic 50 95 x - 
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16T FORM 100% 100% 100 60 60 

100% 100% 100% 100% 100% 100% 100 100 so eo 60 100 100 
IAD FORA 100% 100% 100% 100% 100% 100% 100 100 60 60 60 100 10 
EE - 1% 100% 100% 100% 100% 100 100 too 100 9 100 10 
5 ! T zoos soox 100% 100% 100% 100% wo 10 e 99 so 100 1 


Detaut (1* Form) 


100 


8 


'ABOER MODIFIERS 


100 
100 
100 
100 









so a5 Ld Stagger Power: afl attacks aT. 
Detauit (2° Form) 450 45 w "s Stagger Power: all attacks «1. dunng Spirit phases. 
Detauit attacks imbued with strong element xQ, attacks imbued 
P (Ganothliac Hymn) aw b w as with weak element «13, other attacks x1. 
Ed Detaut (3 Form) s as coo so Stagger Power: nil attacks x! 
z Detault (4* Form) 2000 6 600 55 Stagger Power: all attacks x1 
4 
es 
5 CONDITION DURATION aD BAIN STAGE MODIFIERS 
Staggered (1* Form) 0 No further staggering 
Staggered (2* Form) ts Unshetied 15s 0 No further staggering. 
Staggered (2* Form) 5s Dazed n o No further staggering. 
‘Staggered (4 Formi Bs intected BA Ss LI No further staggenng. 


Condaiona! Changes: Elementa! Damage Modthers: dunng Spurt, 130% tor weak element, -100% for strong element, 100% for the other two elements 







1,750 


* Luxerion Cathedra! (New Games, Day 14) 


oso0000B88BB0DBGEDUESBe 


EN o. 00% 100% 100% wo 6 & w 

ze POW 100% 100% 100% 100% 100% 100% 100 100 6 60 60 100 100 
— 100% sow 100% 100% 100% 100% 100 100 60 6 60 100 100 
—— 1% too 100% 100% 100% 100 100 100 100 100 10 100 
100% 100% 100% MOM 100 100 € 6 $8 100 100 


TASCHE MAX 


CONDITION STAGGERFOINT “Denes  PRESENVANON 








100 
100 


STAGGEN tAOOUFIERS 


‘Stagger Power: ai! attacks x1; during Sprit phases, 


ITEM DROP 


* Double Deity 
* Elementaye 


Detour 
- 750 45 600 EJ attacks imbued weth strong alement x0, attacks imbued 
AREN with weak element x13, other attacks x1. 
Detauht (4^ Form) 2000 60 soo 55 All attacks x1. 

CONDITION nk) Oe ER Lein STANGER MOOIER 
Staggored Unprotected, 
(1*, 2% and 3" Form) 5s Until next form 0 No furthor staggering 

Unprotected, 
Staggered (4* Form) 120s Unshelled, 12458 L] No further staggering. 
infected 


Conditional Changes: Elemental Damage Modifiers: during Spirit, 130% for wosk element, -100% for strong element, 100% for the other two olements 


Overview 


* The final battle against Bhunivelze consists of 
four distinct phases. There is no break between 
any of them, so your Schemata setup must be 
well equipped to handle each one. As usual, 
our specific recommendations focus heavily 
on offense, and while it may take one or two 
attempts to become familiar with the enemy's 
abilities and patterns, you will ultimately be 
better off mastering the strategic principles 
behind staggering and dealing damage quickly 
to avoid the more severe attacks in Bhunivelze's 
arsenal. This is especially true if you wish to 
acquire the unique Double Deity weapon, 
which has a low drop rate. If you are in pursuit 
of this item, replace the Dawn Gauntlets listed 
in our suggested Schemata setup with the 
Beggar's Beads, as there is no gil reward for 
this battle anyway. 


If you do not have or cannot afford two Demon 
Claw weapons and Noblesse Veronique 
shields, use lower-grade versions of these 
pieces of equipment. Bring along healing (and 
possibly revival) items to cover your bases, 
especially if you do not have an Ether. You 
should fill your EP to maximum by fighting Set 
enemies in the previous area prior to opening 
the final door. 


1st Form: Bhunivelze will open with Doom, 
imposing a time limit for the first phase of the 
battle. He uses basic non-elemental attacks in 
addition to ailment spells. Though many of his 
abilities are disruptive, they are not especially 
dangerous. Use Deprotect and Imperil and 
exploit the induced elemental weakness with 
physical attacks. Trigger Transform Bravery to 
power up your attacks even further. Use your 
dual Jump setups to stagger. This causes 
Unprotected, which should enable you to finish 
off this phase quickly. 


2nd Form: After creating a set of roaming mines 
with Monad Beget, Bhunivelze will focus on 
using elemental spells, which can be powered 
up further after using a corresponding Spirit 
ability that alters his elemental resistances 
Refresh Deprotect and Imperil constantly and 
follow the same strategy until you stagger 
this form. This produces an Unshelled effect, 
enabling you to deal more damage with your 
equipped elemental spells. Alternatively, 
trigger Transform Bravery if possible and 
continue to hack away with your physical 
attacks. Be sure to guard against Wings of 
Destruction after adding Stagger Preservation 
with Attack or Light Slash 





*2nd Form (Genethliac Hymn): When 
Bhunivelze begins to charge this attack, shift 
all your efforts to staggering. At this point, 
Lightning will have to leap into the air to use 
physical attacks, so Jump is no longer available 
and Beat Down becomes less efficient, though 
still useful. Consider opening with Light Slash 
and casting spells repeatedly, switching 
between your Schemata to remain airborne. 
Staggering results in Falling Star, a strong 
magic attack, but nevertheless preferable to 
the non-staggered result, Dancing Mad, which 
is twice as powerful. If you are sufficiently 
strong, you can clear the second form without 
having to deal with Genethliac Hymn; you may 
consider Overclocking to ensure this. 


3rd Form: Bhunivelze's physical-based offense 
will pose a much greater threat if you do not 
quard against his weapon attacks, which can 
launch you into a long combo and disrupt 
your staggering. As a rule, be patient and 
guard consistently during your opponent's 
long strings of attacks, then go all out on the 
offensive between those phases. Holy Blade 
bestows Vigilance, Faith, and Bravery over 
multiple instances. Eventually, Bhunivelze 
will use his ultimate attack, Hypernova, which 
locks out your menu. The window to react 
before its execution is very small, so keep your 


SUGGESTED SCHEMATA 








Splendid Admiral Dragoon Equilibrium 
| Demon Claw 
| Ultima Shield Noblesse Veronique | Noblesse Veronique 
| a | Silk Scarf or ighter's E Volf's Em! 
; |... Falcon Charm Mask 
— Firewyrm, Watergod, Thunderbird, 
| Dawn — Enlister's Gloves or Windwalker Bracelet 
Fira, Blizzara, 
e Thundara, or Aerora PM pa 
Fira, Blizzara, Thundara or Aerora Fire, Blizzard, Lightning or Aero 
Guard 
e/o B g (different from Ml) (corresponding to 
9/0 Beat Down 
6/0 Deprotect Imperil Heavy Slash 
j. A a4 P W i E ^ 
D — 4 i. * a 
= 9 / 44 P 
* on zx F 
— — 


health up when you anticipate its arrival. As 
with the previous form, it is possible to prevent 
Hypernova from becoming a factor by pressing 
for a quick victory. This is where Heavy Slash 
comes into play: you can take advantage of the 
Dazed effect induced upon staggering this form 
to deal massive damage with a single blow. 


to test your staggering skills. Bhunivelze takes 
very little damage, is immune to ailments 
if not staggered and attacks regularly. 
Furthermore, he becomes an aerial target, 
making Jump non-applicable. Use Light Slash 
to leap into the air and alternate between your 
Schemata to cast spells or use Beat Down. 
Be sure to guard all of its attacks to prevent 
interruptions and mix in an occasional Light 
Slash or Attack for Stagger Preservation. Your 
greatest opportunity to expedite your stagger 
is during Heartless Angel, which takes a 
long time to execute and renders Bhunivelze 


E'GHTNING RETUONR- 





have successfully staggered, the battle is 
effectively over. Bhunivelze's susceptibility to 
damage and ailments increases dramatically 
and you'll have plenty of time to deplete his 
health after weakening him with all available 
status effects. 


* &th Form: This final phase is designed purely Bhunivelze+ Notes 
* Bhunivelze+ has only two forms, the first of 


which is a fusion of the first three forms of 
Bhunivelze with a single HP bar. During this 
part of the battle, he will switch between any 
of the forms fluidly, so you need to be very 
familiar with his attack patterns in order to 
defeat him efficiently. 


* The latter stage of the fight is functionally 


identical to the fourth and final form of 
Bhunivelze. The only difference is that he will 
cast Doom, which you can cancel by staggering 
him efficiently and quickly. 


idle until its conclusion. As soon as you see * The drop rate for Double Deity is significantly 


the notification, Overclock and pile on as 
many hits toward stagger as you can. After 
Overclock ends, you can repeat the process 
or continue to cast spells on the ground until 
the camera zooms in on Lightning, at which 
point you need to guard to prevent Heartless 
Angel from reducing your HP to 1. Once you 


higher when fighting Bhunivelze+ (15% 
Chance, as opposed to only 596 against the 
standard version of Bhunivelze), so if you 
have yet to acquire this weapon, you should 
definitely equip the Beggar's Beads to improve 
your chances. 
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ABILITIES 


CONDITION 





ABILITY 


POWER 


ADDED EFF 





1* Form 


2" Form 


3* Form 


4* Form 


Weapon Swipe 
Weapon Throw 


Almagest 
Ruin 

Ruinga 
Graviton 
Giga-Graviton 


Defaith 

Deprotect 

Deshell 

Wings of Destruction 

Monad Beget: Mine Explosion 


Blizzara 


Thundara 


Blizzaga 


Aeroga 
Flare 


Chill 


Surge 

Tornado 

Fire Spirit 

lee Spirit 

Thunder Spirit 

Wind Spirit 

Genethliac Hymn: Lightning Bolt 
Genethliac Hymn: Dancing Mad 
Genethliac Hymn: Falling Star 
Holy Blade 

Weapon Throw (first hit) 
Weapon Throw (combo) 
Weapon Spin 

Almagest 

Divine Punishment 


Ultima 


Hypernova 


Divine Efflux 


Elementaga 


Damnatio Memoriae 
Heartless Angel 
Doom (Bhunivelze+) 


Special 


Physical 


Physica! 


Physical 
Magic 
Magic 
Magic 
Magic 
Magic 
Magic 
Magic 
Magic 
Magic 
Magic 


Magic, Fire 


Magic, Ice 


Magic, 
Lightning 


Magic, Wind 
Magic, Fire 
Magic, Ice 


Magic, 
Lightning 


Magic, Wind 
Magic, Fire 


Magic, Ice 


Magic, 
Lightning 


Magic, Wind 
Special 
Special 
Special 
Special 

Magic 

Magic 

Magic 
Special 
Physical 


Physical 
Physical 


Physical 


Physical, 
Magic 


Magic 


Magic, 
Special 


Physical 


Magic, all 
elements 


Magic 
Magic 
Physical 
Magic 


Special 


400 


070 x1-x3 
0.10 x13 
0.70 x1-x3 


121x157 
0.90 
3.00 
0.90 

050 + 250 
050 
0.50 
0.50 
050 
5.00 
10.00 
0.65 

| 0.65 

0.17 x4 

0.17 x4 


200 


200 
025 x8 


0.25 x8 


20.00 


20.00 


0.10 x1-8 
20.00 
0.10 x1-8 
20.00 


100 
30.00 
15.00 


0.67 


0.67 x3 


0.27 x3 
1.89 


LI x7 
0.50 + 2.20 


0.10 
20.00 


16.00 


2.00 x1-x3 


0.10 
20.00 


0.30 x5 
1.88 x4 
0.60 x20-x35 


Reduces HP to 1 


3% 
3% 
3% 
3% 
10% 


10% 


10% 
10% 
10% 


10% 
10% 
10% 
10% 


10% 


10% 
3% 


10% 


10% 
10% 
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x x X 


Doom: 240s, then 120s 
(Bhunivelze+: 150s, then 75s} 





Enfire until next Spirit 
Enfrost until next Spirit 
Enthunder until next Spirit 


Enaero until next Spirit 


d 
Adds one effect per usage in this} 
order: Vigilance, Faith, Bravery 





Debrave, Defaith, Deprotect, 
Deshell, Curse: 110/30s each 


Doom: 300s, then 150s 


i: 
2 
ẽ 
2 
F< 
u 
c. 
g: 
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Whether you wish to determine how to acquire a piece of equipment, study ability 
parameters or modifiers, understand an auto-ability's effect, or simply peruse the 
world's vast selection of shops, this chapter will serve as an invaluable reference tool 
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To say that Lightning's wardrobe is diverse, aesthetically or otherwise, 
would be quite the understatement. Although many of her outfits are 
functionally similar, each offers unique properties in battle. In this table, 
you will find all of the dozens of garb available in the game, grouped by 
general availability. 


Here is a brief explanation of the table column headings. 
* Location: Specifies where in Nova Chrysalia you'll be able to find a 


garb. 


* Timeline: A garb might only be acquired once you reach a certain 
point in the timeline, when they appear in stock at a shop or become 
available as a reward from a quest. 


* Availability: Details the manner of acquisition for a particular garb. 


GARB 
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I2 
« 
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TIMELINE 
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* MÀ Sei en des . |» 
| Complore "The Fighting Actress | | - 
Midnight Mant | in quest (see page 113) | » voo 
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Widands Weir | inpr Viager Hanter uti sm | » E) 
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| | i 
| Code | Aera Omer n Ost. stn som x x 
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* Buy Price (gil): The cost of purchasing this garb from a shop, if 
applicable. 


* Max ATB Bonus: The amount of ATB this garb adds to your meter. 


* Default ATB: The percentage of max ATB available at the start of 
battle for the Schema to which this garb is equipped. 


* Abilities, ATB Cost, and Modifier: The abilities locked to a 
particular garb and their corresponding ATB costs and modifiers. 
These abilities can never be improved or removed, but often carry 
special properties or auto-abilities. See page 239 for a complete list 
of garb-only abilities. 


* Auto-Abilities and Description: Details on the auto-abilities native 
to a particular garb. 


= "nuum 


1m 
atg | sudo Sihon 


nme | 


.— | orbi by 25% 





| z 
| Casts Esuno [an abirty that removes one status 
r after Quardeo contia), for sis seconds 


| Restores 3% HP upon defeating an enemy 


| Ramones 5% HP upon staggering an wen | 
Yoann Gamage desit 10 enemes when ATE n at X) 
tr below by 15% 





Casts Protect (30 seconde) if you change Schemata 
wet less Man 10 ATE 


Eugene | 


Casts Bravery (30 seconda) # you change Schemata 
with lezs than 10 ATB | 
| Canter cent oce Sma | 


| etn wan 


boges damage Gest o erama: when MP a at 70 
or atove y 198 


Ld | 
Restores 50 ATB upon staggering an enemy | 
Perito 0 9% HP whee you anach am enemy atfectad 
wth sata mome 


Restores 2 ATB when amacteg an wam affected wh 
ruta pert: 


| FCU Damage Des! o nemen when HH a TS 
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GARB (CONTINUED) 


> 
= 
= 
m 
a 
= 
=< 
= 
« 


LOCATION 
TIMELINE 






























Crap fen Outón » 
compete = 4 
ied a aa a a] T | 
= "m Wed Dragon Oudiers, sine Yusragn PE 2 FI | # enemy is wuah to an attack vel take 120% 
Danse Macabre trem eet vn wm, » | * m 2 | ux | Sweet Spot — a nee b 
E de | » 7 : li : dw li A i at ages an 
Shadow Trooper | Dan Oer wm| 9 fon [mos | | canos gem grtn siian | 
[as Days Vigilance | Red Dragon Outfitters. 16,090 0 i EJ fuinga ix 40 | 3415 | Strength & Magic +200 | - | 
fos pe —— Bea Dragon Duties wxo w BD |ant | t | I | AB Rewanvery 2 3 
Twat (Dw2 | ad Mage Git hom Hoe - 2 s | & | 25 [stormen | Soong Mage os 
= r T M ^s EE EO , 
z x. I^ 8 * M y i l 
ER LL | onan ese |=- | @ | a [EE | S| $$ renee | wage cs umen nt | INVENTORY 
| Weer Mage Git tom Hege | 2 * m o i^ | WP 459. Magie +10% 
| Game ua 10 " 
Taha — | Dor? | Amaga enter | Gti nen tage | = 3 | | Stur | w | | een Sg sts | 
[Taaa Fos | Meses | Gir irom Hope 2 a || | Stagger Power «5%, ATB Spred +35 
Teak — [Dei | Martial Monk (Gh tran ge | - | » | * |M ze M bed RARE fon e 
| | m 7 Resistance +10%, Status Amant 
| | ! Paladin aan a vds quest | » so | Hey Guard in " SEX rarer arg um ware pg he 
| PMDG contesto seconds 
— Set |, '»- È : Dans E cs ai Ms | 
| *— jas [Se | jeje |E] — —— 
Compete. Fame te 
| (Purple Uyaning nd gehe Had * a P : ATB Speed «15. Manum AIB +75 
| | | we | 
wwe aae | imeem || m | m mu | s | mnd 
Dragoon poy ie - | x s | tment iv w Stagger Power +5, Physical Resistance +10% + cans 
wove lesen. [etn [zamen | = | a [m m | | — 
— | je | eam | | — 
Nightmare Fine Outten | moos | x | œ smst | 9 | | ATE Speet +10, Status Admant Repstance «208. 
—— || enu Geld Fire Duis N 5 x | im er ed 4 - 3 | 
l [teilen | Geneen | - | w | XO ai | o» | D—— | 
Tela Dy Dark Muso — | G ton Hope: mpiaces Dark Mase » 100 | Hamy Sash bv s 
| MieWusde | Gtthomteoe apies Ma Wai | - | 3 | WO [Bee | om | i = | 
Deed Dues | Day 12 Detaat treshbigs! - » x | iene Ly — Í xo — - t 
| | Duelist | Luin Soak Sion n T | 9 E T joe | I E | 
ec olle PN PM spas IE B | ouder | m | - i 
Crimson Bloom | Reveiers Quarter Outinen Maiorana | 0900 | so | so — | « | wm | : | - | 
Violet Twilight Revelers Quarter Outfitters Manonetie | 200,000 | 50 | 50 | Bluzagelv$ | Lu | 1810 | 
— | Day? peni Lu ——— — ma| s | a | cag vs | 4 | =e | = | = | 
pmen x E E 
peen Ouchnees 0o *» E Aera Ls S a 1:510 
— | Day Zee | ak Orbi | Augu Occ à Dien. jm) s | vm [lem | * | x |g ML eei. | 
— ñ Dey} teed Heiter Shotter Anai tage. Bedmaten Outen 100.000 5 5 Anak Led " us Sareng «186 
| ehe Ost — | Moogie Vilage Mig Fw Faces | X0 w | 3 ^nt | w an | ~ * x = M 
Sun end Bloom | Dead Dunes Staton One Star Ouefitiers | 100,000 0 7$ | Staiguard WI à | 3% | Regen evi | sen — vita yeu ore | 
Bend Dunes | Dayiti) r : | = | : = je - | a 
| | |Aafeudee | Peta: Bandits’ Best Dutton | me | 3o | se mes | f| ace | vager. I E KEY ITEMS 
| | | | | Temado Lv [7] | ago | 
je | Dayama | Astral Lord | Red Dragon Duties sawo | so e; [oo E | ms 
Chi bd 8a 1180 | 
| ‘Day tate z Peg = i = z { 
aon | Seis | ay LI [mm| » | w [ames | » | em | I: | 
1S | 
a e ——22 å : * E =- = = | 
> = —— „| |e | si | Seng 
= | = — mmm EBENEN E | vre | » | w | 3 - 
ex ince | DLC or preorder bonus - ss | ww jm | | x |ui e e ee Uh Po enen ap 
= jee en | = |x | @ [me | to | am | - = 
z - OLC or preorder benen 0 » Beranta Le @ 2 ae 
«pm — | entre | = poe eRe | 9| | = | E 
- - Tomb Raider | OLC or preorder bore z 0 WO | hrs Swen le 1e 1145 . 
I + n "-— P 
| | E | Rc pet tana | = | ° j ee VRS | cat eg | . 
- |  - | Shining Prince | OLC ot preorder berws | 0 von —— | 8 m | tco Regan 
| - | |r ama | irom to | -|a | 5 =r | B | M onm | t 
- | = | Sere Sevier | Coronet bomas | - | % w Me | 97 | 29 Tomaten | 
| | t 3 Mum 5 | ds E 
c SL | | | om Emo | | SR oe | 
- = An ot Wer OLC or preorder toms > D ANO Pre 5 AM | Great Ragen 
| | i i a | en | 
SUN d (ls im [mmm | 8 Ilam — | 
- i - Cesmocrator. (AC or praris bomers s—1- M x Comit Arty i 5 x50 - 
- - | Celestial Body | DLC or poster bonus | - pow | xe [omane | 0 | ns | = | - 
- — | Moogle Quesse OLC or proorder bonus l - | 2 | 100 | Magnet ive _ 2 | ws | - Í = 


| 


^9 
N 


u 


226 





Usually the primary source of boosts for the Strength and Magic stats, 
Lightning's choice of weapon is often accompanied by additional perks 
that further enhance her performance in battle. 


Here is a brief explanation of the Weapons table column headings. 


* Availability: Details the manner of acquisition for a particular 
weapon. 


* Sell Price (gil): The money that you can raise by selling it to a 
merchant. 


* Base Strength and Base Magic: The bonuses to these two stats 
provided by the weapon in its basic form. 


* Auxiliary Effects: Additional bonuses (or in some cases, handicaps) 
provided by the weapon. Some of these are boosts to basic parameters 
such as HP and ATB Speed, but others are much more specific or 
conditional. See page 250 for a list of auto-ability descriptions if you 
are unsure of what a particular auxiliary effect confers. 
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* Upgrade Tier and Upgrade Component: Details the component 
required for each upgrade of a specific tier. You can upgrade your 
weapons in Forges in a New Game» playthrough, increasing their stat 
bonuses and auxiliary effects. See page 278 for a full explanation of 
the system. 


Max Strength/Magic/Auxiliary: The maximum values for Strength, 
Magic, and any upgradable auxiliary effects for a particular upgrade 
tier. 


Increments: The number of increments required to upgrade an 


attribute to its maximum for a particular tier. 


* Max Upgrade Number: The total number of upgrade increments 


permitted for this weapon. 


* Unavailable Upgrades: The amount of upgrade increments that 
cannot be performed because of the limit imposed by the Max 
Upgrade Number. The lower this value, the closer you can get to the 


weapon's maximum values in each category. 
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Shields carry any or all of three primary bonuses: an increase to HP, an 
increase to ATB Speed, and a Guard Defense parameter that blocks a 
certain amount of damage from every enemy attack when you guard. As 
with weapons, shields can also provide auxiliary effects. 


Here is a brief explanation of the table column headings. 


* Availability: Details the manner of acquisition for a particular shield. 


* Sell Price (gil): The price you can fetch for this shield if you sell it 
to a vendor. 


* Base HP, Base ATB Speed, and Base Guard Defense: The 
bonuses to these three stats provided by the shield in its basic form. 


* Auxiliary Effects: Additional bonuses [or in some cases, handicaps) 
provided by the shield. See 250 for a list of auto-ability descriptions if 
you are unsure of what a particular auxiliary effect confers. 
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* Upgrade Tier and Upgrade Component: Details the component 


required for each upgrade of a specific tier. You can upgrade your 
shields in Forges in a New Game» playthrough, increasing their stat 
bonuses and auxiliary effects. See 278 for a full explanation of the 


system. 
* Max HP/ATB Speed/Guard Defense/Auxiliary: The maximum 


values for HP, ATB Speed, Guard Defense, and any upgradable 
auxiliary effects for a particular upgrade tier. 


* Increments; The number of increments required to upgrade an 
attribute to its maximum for a particular tier 


* Max Upgrade Number: The total number of upgraded increments 
permitted for this shield. 


* Unavailable Upgrades: The amount of upgrades that cannot be 
performed because of the limit imposed by the Max Upgrade Number. 
The lower this value, the closer you can get to the shield's maximum 
values in each category. 
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Dark Discord | Dest Dunes Futian Fore on Hard Mos — 2999/9200 | +15 
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3000 | 2.600 | 
24000 | $500 | 
2490 | 5.500 | 
10000 | 2,000 | 
10000 | 700 
18000 
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‘isee page 143 
Start à playthrough with a save file tor FAON 


| Complete the “Roadworks Il” Canvas quest 
on your storage device. 


(see page 143) 


Complete the “Roadworks lll Canvas quest 


| Wildtands Jagd Viltage Forge on Hard 
[see page 149) 


Mode, fiai Day Forge (228.000 gi 
Dead Dunes Ruffian Forge on Hard Mods 


(360.000 gil} 
Start a pthirough with a save file for 


Dead Ounes Ruthun Forge from Day 10 
(32,000 gil) 
14.500 gi 
132.000 git) 
} 1360.000 gil) 
| FFXIII? on you storage device 
DLC or preorder bonus 
DLC or preorder bonus 
DLC or preorder bonus 


14000 gi 





$ 
| 
| 
| 


Thenderstruck | DLC or preorder bonus 





Emerald Dead Dunes Fuffian Forge from Day 10 


Aquamarine | Dead Dunes Ruffian Forge from Day 8 
Waltz 


gm pem 


Escutcheon 

Ur daha 

Crest 

Final Border 

Nightwalker | OLC or preorder bonus 


Juliet's 
Sorrow 
Carnelian 
Chair 
Crystal 
Silence 
Amethyst 
Anthem 
Lominsan 
Gridanian 
Sigit 
Guardian 
Corps 
Shield 
Goddess's 
Grace 
Flowor 


$ 
i 


Foalty | DLG or pimonder bonuse 


i 
j 


| DLC or preordar bonus 


Kaminari 


* 
8 


i 


p 
i 


E 








T | DLC or peneder honus. 








Quest 
Rewards 
Special 
Shields 
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Complete the four Trials in God's Sanctum 
on tha Final Day (see page 102) 


DLC oF pred bonus. 
DLC oe proceder bonos 


DLC or precedar bonas 








Aegis Shield | DLC or preorder bonus 


‚Rass 
Abyss Gate 
Uzi Ultima. 
Shiold Shield 


Lightning’s accessories are very important in amplifying strengths or shoring up weaknesses in your Schemata. Each Schema can equip one head 
accessory and one arm accessory. 


1 : 
Head Accessories 


Head accessories provide auto-abilities that apply only to the Schema 
on which they are equipped. They can be upgraded automatically 
by acquiring the same head accessory [via the same treasure 
sphere or monster) in a subsequent New Games playthrough. 


HEAD ACCESSORIES 


Coldflame Oroplet« 


Strength & Mage +10% 
Suengt B Mage «12% 
Svength & Magic +15% 
Increases damage doit to enemies by 10 
increases damage degit to enemes by 100 


Resist Physical Damage «20% 


| Physical & Magic Resistance «20% 


Magic and Maximum HP «10% 


«05 
| Fre-Attribute Attacks & low Attribute 
| Attacks +22% 
Fire-Attribuse Attacks & lco-Attribute 
* 


increases damage dealt to enemies by 1.000 


| Treasure Sphere: Luxerion 
| North Station Plaza 


Treasure Sphere; Yusnaan, 
Giuttor's Quarter (close Yo 
Central Avenue! 


Treasure Sphare: Luxerion, 
The Residences (stairway) 


[m 
Carcous Farms: 

Treasure Sphere: Final Cay, 
| God's Sanctum 


fem Drop: Cactus 2 
{100% drog rate] 


Treasure Sphere Yusnaan 
Supply Line 


Temple Ruins, Floor 1 





| 
| 


thee Drop: Snow/Snow+/Snowe+ 


{100% drop rate} 


‘Treasure Sphere: Wikdionds, Rocky | 


(Crag south gliding required) 


| Treasure Sphere: Dead Dunes. 
Atomos’s Sands (center) 


Item Drog. Grendel/Parandus 
{100% drop rate} 


Treasure Sphere: Final Day, 
God's Sanctum 


Item Drop: Goblin N 
(100% drop rate] 


| ttem Drop: Gremin N 
(100% drop rate) 
i 


| fem Drop: Nile O 
(1005, drop rate 


ltem Drop: Sugriva Q 
1100% dros rate} 


Treasure Sphere: Dead Dunes, 








| 


The upgrade process is immediate, consumes the “duplicate” item, 


maximum effect level of three. 





Frostsaal Jewels 








Resist Physical & Magic Damage 95% 
Resist Wind Damage «905. 

Resist Physica! & Magic Damage -30% 
| Element Resistance +33% 

Element Resistance +36% 

Element Resistance +40% 
Defender Lv. ! (Keep +5) 
Defender Lv2 (Keep +10} 
Defender Lv3 (Keep +15) 
| Defender Lv ! [Keep +5) 
Defender L2 (Keep +10) 
Defender Lw 3 [Kenp +15) 
Detender Ly T (Keep +5) 
Defender Lv2 (Keep +10) 
Defender («3 Kang +15} 





5 
A 





T] 
f 


Restores 1% of HP when you wae simant attacks 


Manimum HP 33% 


Restores 1% of HP when you usa mimant attacks 


Maximum HP -30% 


Restores 1% of HP whan you ute aliment attacks 


Maximum HP 25% 


and instantly augments their primary effects and reduces penalties 
for handicaps. All head accessories can be upgraded twice, up to a 





| tem Drop: Mielen Q 
(100% drop rate! | 


Treasure Sphere: Wildlands, 
| Jagd Woods (ciose to entrance to 
Moogle Village. gliding required} 


hem Drop: Hanuman N) 
1100% drop rate! 


Treasure Sphere. Lixanon. 
Forsaken Graveyard 


| em Orap Zomek N 
(100% drop rate} 


Treasure Sphere: Wildlands, 
Temple of the Goddess, 
War's Cage Highest level 


Treasure Sphere: Luxetion, 
ü sal Disk 


Treasure Sphere. Dead Dunes, 
Ruffian (south end of the ciiff) 
Treasure Sphere Yusnaan, 
Giutton s Quarter (north of the 
Generai Store! 


hem Orop: Rafes N 
(100% drop rate} 


Treasure Sphere: Dead Dunes, 
| Temple Ruins, Foor 4 





Treasure Sphere Yusnaan, Augur's 
Quarter (smail dead end behind 
where the director is found during 
chapter 2-2] 


 Weasue Sphere Dead Dunes. 
| Temole Ruins, Foor 4 








Treasure Sphere Dead Dunes. 
Oasis Lighthouse. 


"rin 


E” 








HEAD ACCESSORIES (CONTINUED) 





Devil's Rosary 


Locket Pendant 
| mrt à 
— — 


Locket Pendants 
| 

Locket Necklace. 
| Soul of Thamasa 


| Soul of Thamasa« of Ruins (north access, gliding 


required) (5 EP) 
Soul of Minwu 


| | Iroesure Sphere: Dead Dunes. 

—⸗ —— 

_ Falcoo Ornament 
The number of attacks in a combo is 
reduced by 1, but the finales are quicker 
ATB Speed -35 | 

| The number of attacks in a combo is 

| reduced by 1, but the finales are quicker 

| ATB Speed 30 
The number of attacks in a combo is 
teduced by 2, but the finales are quicker 
ATB Speed -30- 








NB Arm Accessories 


Treasure Sphere: Wildiands, City 





| Warrior Hunter's Maske 
Face of the Warrior's Nemesis 
Mage Hunter's Mask 


Mage Huntors Maske 











| em Drog: Tid O 
(100% drop rate} 


Brave Thiet (steal Bravery/Faith/ MAIN ( 
Haste from an enemy] 

Magic +15% 

Brave Thiet [steal Brovery/Faith/ 
Haste from an enemy) 

Magic «18% 

Brave Thiet (steal Bravery/faitt/Varste. 
| trom an enemy) 

Magic +20% 

I 


Tem Drop: Schrodinger C) 
(100% drop rate} 





| | nsn Octa bu O * INVENTORY 
Veplance bom an enemy) (100% dg rate) 


ji 
i 
: 


Vigilance from an enemy) WALKTHR 


hem Drop. Chocobo Eater N | 
{100% drop cate) | 





maen Drog Desert Satapa N 


| Haste from an enemy) (100% drop rate! 


| ATB Speec +12 
Brave Thief (steat Bravery/Fanty 
Haste from an enemy) 
| ATB Speed +15 
| Elemental Chaser 
| ATB Recovery «5 
| Elemental Chaser 
ATB Recovery +7 
| Elemental Chaser | 
| ATB Recovery «10 | 


Item Drop: Gurangatch N 
(100% drop rate) = ACCESSORIES 








The auto-abilities provided by arm accessories apply to all active Schemata. Arm accessories cannot be upgraded. 


| Costs wait attributes Treasure Sphere: Wildlands, RECOVERY 


ARM ACCESSORIES 











| 





Punic Neg | by 30% Od Town 

_Fameward Baagie Fees vesten tive aer DA ———— 

Frostward Bangle mereases restance to ice carage ty 25 — 

| Spackward Bangle — — —— — 
increases rescstance t5 Wied damage item Drop Gant 0 

Stormward Bangle by 2% (100% drop rate) 

| Giants Vambrace Increases resistance to Detrave by 100% a 

— a — oes me 

Metal Armband increases resistance to Deptact by Tp | onse Ser: Dand Dunes, 

Serenity Sachet | Increases resistance to Deshell by 100% — — 

| Trnasure Sphere. Dead Dunes, 

| Pretty Orb Increases resistance to Slow by 100% Lorie ai 

Star Brocelet increases ressstance to Poson by 100% Beamer aes 

Nocre Cameo | Incresses resistance to imperi by 100% are coy eea 

Wording Talisman incraeses resistance to Curse by 100% err meshed 

Pain Dampener Increases tenstance to Pae by 100% — 

White Strap Increases resistance to Fog by 100% Lore regii 

Rainbow Gem increases resistance to Dare by 100% —— 
Casts Enfite to add Fire attributes to attacks | Tressure Sphere: Wildlands, 

| Frewym Bracelet for the first 60 seconds of battle — 

Watergod Bracelet Casts Enfrost to add ice attributes to attacks —— 


| Mtt 








accessible from Rocky Crag. gliding 
required). 











Thunderbird Bracelet | | Grasslands (east, on top of ITEMS 
to attacks for the first 60 seconds of battia , ging " 
| Casts Enaero to add Wind attributes to Treasure Sphere: Wildlands, Rocky 
Loup menda amtacks tor ha frst 60 seconds of battle | Crag north ging required) | 
Triggers Bravery for 30 seconds by reducing | Treasure Sphere Yusnaan Patron x 
Thom of Courage | HP by St at the start of bottle | Palaco Garden 
‘Thom of Wilt ‘Triggers Faith for 30 seconds by reducing | Treasure Sphere V anaan, AGT’ 
HF by 5% at the start of bartie Quarter 
Wiggers Protect for 30 seconds by mducng | Treasure Sphere Lumenon, Waren. 
Tee of Preeetion HP by 5% at the start of harte Den of Shadows 
Thorn of Wording Triggers Shell for 36 seconds by reducing | Treasure Sphere: Wiktlands, Rocky 
HP by 5% at the start of baie Crag iwert. garq required 
Treasure Sphere: Yesnaan, 
Triggers Vigilance tor 30 seconds and Veit : 
— by reducing HP by 5% at the start of bottle — — 
Triggers Haste for 15 seconds by ducing | Treasure Sphere: Dead Dunes, 
There ot Speed WP by 5% at the start of bote Temple Ruina. Foor 4 
| Increases the window to achieve Perfect item Drop: Arcangeli (2 
Forsaken Tie Timing by 1/121 of a second (100% drop rate) 
Strengthens defenses by 10% whan HP itom Drop: Ectopudding (Y 
Weeeieee Mag is an 30% or below (900% drop rate) | 
Increases damage dealt to enemies by 20% | item Drop: Suata'ne N 
—— when they are within 2 5m (100% drop rate! 
increases damage desit to enemies by 20% —— 
en ue reperire voos ós 
Healer's Lore increases he saie effects of recovery tren roc 
items by 25% | Moogle Viage ging requred) 
Mates enhancement eftects of recovery Treasure Sphere Dest Ores, 
tester Canning tums act 25% longer | Temple Rura, Floor 3 
| Claw | Sacrifices any EP recovery, but restores 5% Treue Sphere Dead Dunes, 
| Demen | of HP at the end of each barre Tempie Runs. Foor 3 
Sacrces any gl reward. but doble | esse Sphere: Widands. | 
Beggars Beads. —— ais cd | Potae ighdng required) | 
| i EE | Treasure Sphere: Dead Dunes, 
— Temple Ruins, Hoor 5 
Lucky Dice * tein enteren | —— 








© ADORNMENTS i 


A purely cosmetic feature, Adornments enable you to customize the appearance of each Schema. They are sold by Outfitters and can be obtained as 
quest rewards. 





ADORNMENT LIST 














Adamantoise Shell “Digging Mysteries” Canvas Quest | 

Adult Bunny Ears Yusnaan. Augur's Quarter Outfitters (320 gil) Crystal Petal "Desert Cleanup" Canvas Quest 

Aerial Guard's Badge | "Omega Point" Side Quest Crystal Rose | "A Rose by Any Other Name” Side Quest 
Afro "Shoot for the Sky" Canvas Quest Crystal Star "Fading Prayer" Canvas Quest 

. Afro & Black Chick "Emergency Treatment" Canvas Quest | Crystal Tear | "The Angel's Tears” Side Quest 

Afro & Blue Chick "A Man for a Chocobo Girl" Canvas Quest Cute Bunny Ears | Yusnaan, Augur's Quarter Side Outfitters (320 gil) 
| Afro & Purple Chick “Emergency Treatment” Canvas Quest | Cute Heart | “Revenge Is Sweet” Canvas Quest 

Afro & Red Chick “A Man for a Chocobo Girl” Canvas Quest Cyber Scanners “The Lite of a Machine” Side Quest 

Afro & White Chick | “Moogle Gourmand” Canvas Quest | Dandy's Mustache | “Supply and Demand” Canvas Quest 
Angelic Glasses Yusnaan, Augur's Quarter Outfitters (360 gil) Dapper Hat Dead Dunes, RuffianOutfitters (350 gil) 

| Antler "Beast Summoner” Canvas Quest Dark Devil Ears | "Death Safari" Side Quest 

| Aqua Ribbon "A Word of Thanks" Canvas Quest Dark Knight's Shades "Pride and Greed II^ Canvas Quest 

| Balmy Shades | Yusnaan, Glutton's Quarter Outfitters (260 gil) | Dazzling Devil Ears | “Death Safari” Side Quest 

Bandage | "Heightened Security” Canvas Quest Delicious Mushroom "Mercy of a Goddess" Side Quest 

| Behemoth Crest “A Prayer to a Goddess" Canvas Quest Dogtooth Beret Wildlands, Canopus Farms Outfitters (250 gil) 
Black Cat Ears "Stuck in a Gem” Side Quest Dragon Hide Backpack “Sylkis Secrets” Canvas Quest 

Black Chocobo Chick | "What's in a Brew?" Canvas Quest Dreamy Shades Yusnaan, Glutton's Quarter Outfitters (260 gil) 
Black Chocobo Figurine “Hunters Challenge" Canvas Quest Dull Grudge Knife "The Avid Reader" Side Quest 

Black Mage's Hood | Achievement Reward after completing the gama , Dusk Feather Pin “Sylkis Secrets” Canvas Quest 

Black Tattoo | "Soul Seeds" Side Quest | Egotist's Banner | Wildlands, Jagd Village Outfitters (250 gil) 
Black-rimmed Glasses "Buried Passion" Side Quest | Electric Guitar "Bandits' New Weapon” Canvas Quest 
Blue Chocobo Chick | "Hunting the Hunter" Canvas Quest Elegant Shades Dead Dunes Station Outfitters (280 gil) 

Blue Chocobo Figurine “Secret of the Chocoborel" Canvas Quest Emergency Beacon | "Death Game" Side Quest 

Blue Feather Pin "Grave of a Bounty Hunter" Canvas Quest Enticing Bunny Ears Yusnaan. Augur's Quarter Outfitters (320 gil] 
Blue Flower | "Moon Flower" Canvas Quest Exotic Shades | "Get the Girl" Side Quest 

Blue Guitar "Spell for Spell" Canvas Quest Fairy Tail Yusnaan, Glutton's Quarter Outfitters (280 gil) 
|BlueMage'sChapeau | Achievement Reward after clearing the Ultimate Lair | Festive Tree "Youth Potion” Canvas Quest 

Blue Newsboy Cap "The Real Client" Canvas Quest Floppy Sun Hat Luxerion, South Station Outfitters (320 gil) 

| Blue Propeller | "Puppeteer's Lament” Canvas Quest Flower Pattern "Wildlands in Danger!" Canvas Quest 
Boater Hat Luxenon, South Station Outfitters (320 gii] Fluffy Tail Wildlands, Aryas Village Outfitters (260 gil) 
Bow of Aestheticism Luxerion, South Station Outfitters (250 gii) Formal Silk Hat "Stolen Things" Side Quest 

Brass Gear “Like Clockwork" Side Quest Fragment Crystal "The Saint's Stone” Side Quest 

Brave Circlet | Luxerion, Final Day Outfitters (360 gil) Frost Tree | “Moon Flower” Canvas Quest 

Brigand's Tricorne "Born from Chaos” Side Quest Frosty Glasses Yusnaan, Augur's Quarter Outfitters (350 gil} 
Bronze Medal “Dumpling Cook-off" Canvas Quest | Frying Pan | "Wildlands in Danger!” Canvas Quest 
Bubbly Party Hat “Soulful Horn” Canvas Quest Fuzzy Sheep Figurine “Fuzzy Search” Quest 

Bushy Mustache “Rebuilding” Canvas Quest Gadot's Black Emblem “Greve of a Bounty Hunter” Canvas Quest 
Business Eyewear Luxerion, North Station Outfitters (250 gii) Gadot's Blue Emblem "Pride and Greed li” Canvas Quest 

Cactuar Figurine | "For My Child" Canvas Quest Gadot's Red Emblem | "Echoes of a Drum" Canvas Quest 

Canned PuPu Logo "Miracle Vintage" Canvas Quest Gentleman's Beard "Heretics' Beasts” Canvas Quest 

| Canned Sheep Logo “Fuzzy Search” Side Quest | Girlish Glasses | "A Father's Request" Side Quest 
Carbuncle Figurine "The Things She's Lost" Side Quest Glam Hat Yusnaan, Champion's Quarter Outfitters (340 gil) 
| Carnival Mask | “Adoring Adomments” Side Quest Gold Anchor | “Digging Mysteries” Canvas Quest 
Caution Beacon A Dangerous Cocktail" Canvas Quest Gold Chocobo Figurine "Chocobo Chow" Canvas Quest 

Cautious Devil Ears “Death Safari” Side Quest Gold Medal | "Faster Than Lightning" Side Quest 
Celebrity's Charm "Slay the Machine" Canvas Quest Gold Padlock "His Wife's Dream" Side Quest 
Ceremonial Headdress "Fireworks in a Bottle" Side Quest Gold Windup Key | "Shoot for the Sky" Canvas Quest 

Chef's Hat "Family Food" Side Quest Golden Flower "Chocobo Cheer" Side Quest 

 Chocoberet "Friends Forever" Side Quest | Goldon Insignia | "The Hunter's Challenge” Side Quest 

| Chocobo Chick “Chocobo Cheer” Side Quest Golden Mask Yusnaan, Augur's Quarter Outfitters (380 gil) 
Chocobo Feather Pin "The Right Stuff" Side Quest Green Glasses | Luxerion, South Station Outfitters (250 oil] 
Chocobo Figurine "Friends Forever" Side Quest Green NORA Symbol "Moghan's Plea" Canvas Quest 

Chocobo Girl's Cap | "Key to Her Heart "Canvas Quest Green Straw Hat | Luxerion, South Station Outfitters (320 gil) 
Cie'th Wings "A Prayer to a Goddess" Canvas Quest Guard's Cap Wildlands, Aryas Village Outfitters (250 gil) 
City Shades Dead Dunes, nearby station Outfitters (280 gil) | Guardian Corps Badge | “Revenge Has Teeth" Canvas Quest 
—— "Pride and Greed I" Canvas Quest M kans —3 ed ——— 

Cool Glasses “The Secret Lives of Sheep” Side Quest Heaven's Banner Wildlands, Jagd Village Outfitters (250 gil) 
Cowboy Hat “Round ‘Em Up” Side Quest Herald's Banner | Yusnaan, Champion's Quarter Outfitters (250 gil) 
Craftsman's Bread “A New Application” Canvas Quest Hermit's Cap “Last One Standing” Side Quest 

Crest of Etro “The Grail of Valhalla” Side Quest Herringbone Beret | Wildlands, Aryas Village Outfitters (250 gil) 

| Crest of Pulse | “Mythical Badge” Canvas Quest Holy Circlet Luxerion, Final Day Outfitters (360 gil) 
Crimson Flower "Sun Flower" Canvas Quest Honored Circlet | Luxerion, Final Day Outfitters (360 gil) 

| Crimson Mask | Yusnaan, Augur's Quarter Outfitters (380 gil) Hotblooded Tricorne Dead Dunes, Ruffian Outfitters (380 gil) 
Crown of Light Yusnaan, Glutton's Quarter Outfitters (420 gil) _ Imp Tail | Yusnaan, Glutton’s Quarter Outfitters (280 gil) 
Crown of Passion Yusnaan, Glutton's Quarter Outfitters (420 gil) Killer Shades Dead Dunes, Station Outfitters (280 gil) 
Crown of Purity Yusnaan, Glutton's Quarter Outfitters (420 gil) Lady's Brooch "Enchanted Brush" Canvas Quest 

Crown of Splendor | "The Fighting Actress" Side Quest Lady's Silk Hat Yusnaan, Champion's Quarter Outfitters (340 gil) 
Crown of Youth "Play It for Me" Side Quest Leather Rucksack | "The Girl Who Cried Wolf” Side Quest 
Crystal Apple | "A Taste of the Past" Side Quest Lebreau's Black Tattoo — “True Colors" Canvas Quest 

Crystal Feather “Trapped” Canvas Quest Lebreau's Green Tattoo — “Truo Colors" Canvas Quest 


ADORNMENT LIST (CONTINUED) 





Lebreau's Rainbow Tattoo | "Banned Goods” Canvas Quest 








Leopard Tail | "Mother and Daughter” Side Quest 
Leyak Crest "Gift of Gratitude" Canvas Quest 
Light Bulb "Spell for Spell" Canvas Quest 
Lightning Mask Wildlands, Moogle Village Outfitters (300 gil) 
Long Gui's Shell "Biologically Speaking" Canvas Quest 
Lord's Banner Wildlands, Jagd Village Outfitters (250 gil) 
Lovely Eyepatch Dead Dunes, Ruffian Outfitters (320 gil) 
Love-struck Party Hat "A Voice from Below" Canvas Quest 
Lucky Clover "Youth Potion” Canvas Quest 
Lunar Circlet Luxerion, Final Day Outfitters (360 gil) 
Maiden's Beret Wildlands, Aryas Village Outfitters (250 gil) 
Mark of Lindzei "Time Doesn't Heal" Canvas Quest 
Masquerade Mask | "A Song for God" Canvas Quest 
Medic Guard's Badge "Gatekeeper's Curiosity” Canvas Quest 
Merry Tail Yusnaan, Glutton's Quarter Outfitters (280 gil) 
Millionaire's Mustache | “Suspicious Spheres” Side Quest 
Mint Chip Ice Cream | "For My Child" Canvas Quest 
Mobile Guard's Badge "For the Future” Canvas Quest 
| Mog Figurine "Peace and Quiet, Kupo" Side Quest 
Mog Mask "Where Are You, Moogle?" Side Quest 
Monoculus Mask "Adonis's Audition" Side Quest 
Moogle Wings Wildlands, Moogle Village Outfitters (300 gil) 
Moonlight Mask | Yusnaan, Augur's Quarter Outfitters (380 gil) 
Nickel Gear "Tanbam's Taboo" Side Quest 
| Noonblue Butterfly | “Inventive Seamstress” Canvas Quest 
NORA Logo “The Real Client” Canvas Quest 
| Nymph Wings | "Where Moogles Be” Canvas Quest 
Ocean Shades Yusnaan, Glutton's Quarter Outfitters (260 gil) 
| Odin's Horn | "To Live in Chaos" Side Quest 
Onion Knight's Helm “Adoring Candice” Side Quest 
| Orange Bow Tie | “Mythical Badge" Canvas Quest 
Orange Newsboy Cap "Dog. Doctor, and Assistant” Side Quest 
‚Order of Salvation Cap Luxerion, South Station Outfitters (250 gil) 
Painter's Beret Wildlands, Canopus Farms Outfitters (280 gil) 
| Passionate Corsage | Luxerion, South Station Outfitters (250 gil) 
Perky Corsage Luxerion, South Station Outfitters (250 gil) 
Pink Flower “Two Together” Canvas Quest 
Pink Moogle Bobble Wildlands, Moogle Village Outfitters (300 gil) 
Pink Ribbon | “A Word of Thanks” Canvas Quest 
Pink Rucksack "Moogle Gourmand” Canvas Quest 
Pink Tattoo | "A Secret Wish" Canvas Quest 
Pink-rimmed Glasses "Land of Our Forebears" Side Quest 
Pioneer's Eyepatch | “Skeletons in the Closet” Side Quest 
Playboy Shades Wildlands, Canopus Farms Outfitters (280 gil) 
Politician's Beard | "Brain Over Brawn” Canvas Quest 
Pro's Beret “What Rough Beast Slouches” Side Quest 
Prophetic Headdress | “What Seekers Seek” Canvas Quest 
PSICOM Air Medal “Flower in the Sands” Canvas Quest 
PSICOM Medic Medal | "Pride and Greed I" Canvas Quest 
PSICOM Mobile Medal "Climbing the Ranks II" Canvas Quest 


PSICOM Officer Epaulets | “For the Future” Canvas Quest 


Pumpkin Head “Lucky Charm” Canvas Quest 

Pure Angel Ears | "Death Safari" Side Quest 

Pure Earrings Luxerion, North Station Outfitters (280 gil) 
Pure Pendant | Luxerion, North Station Outfitters (320 gil) 
Purple Chocobo Chick "What's in a Brew?" Canvas Quest 


Purple Chocobo Figurine — "Hunter's Challenge" Canvas Quest 


Purple Flower "What's Left Behind" Canvas Quest 
Queen's Mask "Songless Diva” Side Quest 

Railworker's Beret "Where Are You, Holmes?" Side Quest 
Railworker's Cap | "Where Are You, Holmes?" Side Quest 
Rangda Crest "Gift of Gratitude" Canvas Quest 

Raven Mask Yusnaan, Augur's Quarter Outfitters (380 gil) 
Red Bow Tie "A Rose by Any Other Name" Side Quest 
Red Chocobo Chick | "Hunting the Hunter" Canvas Quest 

Red Chocobo Figurine "Secret of the Chocoborel" Canvas Quest 


Red Mage's Chapeau | Achievement Reward after defeating Ereshkigal 


Red Propeller "Ultimate Craving" Canvas Quest 

. Reflective Shades | Yusnaan, Glutton's Quarter Outfitters (260 gil) 
Regent's Mustache “A New Application" Canvas Quest 
Replica Pilot's Badge | "Night Patrol" Canvas Quest 


Replica PSICOM Emblem = “Heightened Security" Canvas Quest 
| Replica PSICOM Epaulet — “Climbing the Ranks |" Canvas Quest 





Retro Lightning Mask Wildlands, Moogle Village Outfitters (300 gil) 
Retro Mog Mask | "Where are you, Moogle?” Side Quest 

| Retro Scopes “Tool of the Trade” Side Quest 

| Retro Serah Mask | Wildlands, Moogle Village Outfitters (300 gil) 


Ripe Apple 
Rum Raisin Ice Cream 
Safari Hat 


| Sailor's Tricorne 


Saint's Beard 
Salvage Pilot's Badge 
Scholar's Beard 


| Scholar's Glasses 


Scholar's Mortarboard 
Scholar's Peaked Hat 
Seadog's Beard 
Sentimental Parasol 
Serah Mask 
Servant's Mustache 
Shadow Tail 
Shogun's Mustache 
Shooting Star 

Silver Chocobo Chick 
Silver Chocobo Figurine 
Silver Medal 

Silver Padlock 
Silver Windup Key 
Silvered Insignia 
Single Horn 

Sky Blue NORA Symbol 
Sky Blue Silk Hat 
Smiley Glasses 
Snakeskin Eyepatch 
Snakeskin Hat 

Snowy Spirit Wings 
Staff of Judgment 


‚Steamy Glasses 


Stormy Motors Logo 
Straw Hat 
Strawberry Ice Cream 
Summery Parasol 
Summoner's Mask 
Sunny Butterfly 
Suspicious Mushroom 
Sweet Corsage 
Thief's Silk Hat 
Thrilling Party Hat 
Tinkling Bell 
Tonberry's Lantern 
Toxic Mushroom 
Training Pilots Badge 
Tribal Tattoo 

Tropical Tree 
Twilight Butterfly 
Twilight Shades 
Unicorn Mart Logo 
Untamed Tail 

Urban Shades 
Vacation Hat 
Vanguard Headdress 


| Violet Cat Ears 


Wagging Tail 
Warm Beret 
Warning Beacon 


_ Water Spirit Wings 


Whimsy Shades 

White Cat Ears 

White Chocobo Chick 
White Chocobo Figurine 
White Flower 

White Guitar 

White Mage's Hat 

Wild Bunny Ears 

Wild Shades 

Wildcat Ears 

Wind-Up Halo 

Witch's Pointy Hat 
Yellow Bow Tie 

Yellow Propeller 
Yellow Ribbon 
Yellow-rimmed Glasses 
Youthful Parasol 
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| “A Taste of the Past” Side Quest CONCEPT 
| "Soulful Horn” Canvas Quest 
Wildlands, Canopus Farms Outfitters (280 gil) PE 
| Dead Dunes, Ruffian Outfitters (380 gil) 
"What Seekers Seek" Canvas Quest 
| "Treasured Ball" Side Quest 
"Fresh Fertilizer" Canvas Quest 
| "Whither Faith" Side Quest 
“A Testing Proposition” Side Quest 
Dead Dunes, Ruffian Outfitters (350 gil) 
“Echoes of a Drum” Canvas Quest ANVAS 
“Time Doesn't Heal” Canvas Quest PRAYEF 
Wildlands, Moogle Village Outfitters (300 gil) 
“Supply and Demand” Canvas Quest ik v 
Wildlands, Aryas Village Outfitters (260 gil) 
"Brain Over Brawn" Canvas Quest 
"Puppeteer's Lament" Canvas Quest ; 
| "Chocobo Chow" Canvas Quest 
"A Girl's Challenge" Canvas Quest | 
“Secret Machine” Canvas Quest 
“Staying Sharp” Canvas Quest 
| “Dumpling Cook-off" Canvas Quest 
“Beast Summoner” Canvas Quest 
"Moghans Plea” Canvas Quest 
“A Treasure for a God” Canvas Quest 
Yusnaan, Augur's Quarter Outfitters (350 gil) 
Wildlands, Jagd Village Outfitters (320 gil) 
“Old Rivals" Side Quest 
"A Song for God" Canvas Quest 
"Pride and Greed III" Canvas Quest 
Luxerion, South Station Outfitters (250 gil} 
"Unfired Firework" Canvas Quest 
| Wildlands, Canopus Farms Outfitters (280 gil) 
"Enchanted Brush" Canvas Quest 
| “A Secret Wish" Canvas Quest 
"Free Will" Side Quest 
"Forget Me Not" Canvas Quest 
"A Final Cure" Side Quest ABILIT 
Luxerion, South Station Outfitters (250 gil) 
Yusnaan, The Champion's Quarter Outfitters (340 gil) 
“A Voice from Below” Canvas Quest 
“Trapped” Canvas Quest 
“Dying Wish” Side Quest 
“A Final Cure” Side Quest 
| “Night Patrol” Canvas Quest 
“Banned Goods” Canvas Quest 
| “Fresh Fertilizer” Canvas Quest 
“Forget Me Not” Canvas Quest 
“Unfired Firework” Canvas Quest 
“Digging Mole” Canvas Quest 
Yusnaan, Glutton's Quarter Outfitters (280 gil) 
“Seeing the Dawn” Canvas Quest 
Luxerion, South Station Outfitters (320 gil) 
"Fireworks for a Steal" Side Quest 
Yusnaan, Champion's Quarter Outfitters (280 gil) 
Wildlands, Aryas Village Outfitters (260 gil) 
Wildlands, Aryas Village Outfitters (250 gil) 
"Heretics' Beasts” Canvas Quest 
| "Source of Inspiration” Canvas Quest 
Dead Dunes Station Outfitters (280 gil) 
| Yusnaan, Champion's Quarter Outfitters (280 gil) 
"Saving an Angel" Side Quest 
"Killing Time" Side Quest 
“Two Together” Canvas Quest 
"Pride and Greed III" Canvas Quest 
| Achievement Reward after defeating Aeronite 
| Yusnaan, Augur's Quarter Outfitters (320 gil) 
Dead Dunes Station Outfitters (280 gil) 
| Yusnaan, Champion's Quarter Outfitters (280 gil) 
"Ultimate Craving" Canvas Quest 
| Dead Dunes, Ruffian Outfitters (350 gil) 
"Miracle Vintage" Canvas Quest 
"Bandits' New Weapon" Canvas Quest 
"Matchmaker" Side Quest 
| “The Old Man and the Field" Side Quest 
“Digging Mole” Canvas Quest 


* INVENTORY 





* ADORNMENTS 





Zebra-printEyepatch | Wildlands, Jagd Village Outfitters (320 gil) 
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4 ABILITIES 


In Lightning Returns, the core of your battle strategy lies in your selection 
and execution of customizable abilities. Given that you only have twelve 
ability slots in total, with some of these occupied by locked garb abilities, 
it is vital to understand what every ability does to achieve the right 
balance and maximize your combat potential. All other parts of a Schema 
should serve to complement and enhance the abilities you choose to 
bring into battle. 


Here is a brief summary of column headings common to tables of all four 
ability types, 


Common Attributes 


* Base ATB Cost: This is the base ATB expenditure associated with 
the ability. It can be reduced through Level Boosting at Sorcery Shops. 


Level: This is the rank of the ability (from Lv. 1 to Lv. 5). Higher-level 
abilities offer improved parameters, command higher prices when 
sold to merchants, and determine the quality of any accompanying 
auto-abilities. The “SP” level is used solely for special auto-abilities, 
which can only be obtained in certain conditions (see below). 


Sell Price: The amount of gil you can obtain by selling an ability of a 
specific level at any shop. 


Level Boost Malistone: The component required to level up the 
ability. 

Level Boost ATB Reduction: The decrease in ATB cost after you 
perform a Level Boost at this level. 


Unlockable Auto-Ability and Unlock Chance: Every ability has a 
chance to provide a useful auto-ability effect. These can be innate to 
abilities won from enemies or unlocked through Synthesis. Ata specific 
level, an ability may carry any of the auto-abilities listed at either its 
current level or one level lower. The special auto-abilities in the "SP" 
rows can only appear in very specific conditions. They correspond to 
Chaos-Infused and Rare auto-abilities (always displayed in this order 
in the tables). Chaos-Infused auto-abilities can only be found on Level 
5 abilities dropped by enemies in Chaos Infusions; Rare auto-abilities 
can only be synthesized from Level 4+ abilities that carry the same 
auto-ability. See page 280 for details. 


Dropped By: A list of enemies that can drop this ability. 


Drop Rank: A hidden factor within the game that determines both the 
level of the ability dropped and whether or not it can be dropped at all. 
Broadly, the higher this value, the later the drop becomes available. 
See page 246 for a complete explanation of this concept. 


Drop Rate: The probability that an enemy will relinquish this ability 
upon defeat. 


Physical and Magic Attributes 


* Hits: Certain individual spells inflict multiple hits upon the enemy. 


* Base Power: The lowest possible power modifier per hit of the 
ability at the current level. Power modifiers are multiplied with the 
appropriate character parameter (Strength or Magic) to obtain basic 
damage output. 


* Power Increment: The increase to Base Power for an ability with 
every iteration of Synthesis at the current level. 


* Synthesis to Max Power: The number of Synthesis increments 
required for an ability to advance from its Base Power to its Max 
Power at the current level. 


* Max Power: The value of the ability's power modifier per hit when 
you have reached its Synthesis limit for that level. 


* Variation: The random factor that is applied to the ability’s power 
modifier during damage calculation. See page 277 for more details. 


* Finale Trigger: The hit number during a string of hits that triggers 
a special finale — a stronger assault with an extended animation 
sequence. 


* Finale Modifier: An additional multiplier applied on top of the power 
modifier for the ability's finale. 


* Timing Bonus: The damage bonus added to this ability if queued 
with Perfect Timing. See page 275 for more details. 


* Stagger Power (Finale) and Stagger Preservation (Finale): The 
Stagger Power and Stagger Preservation values attributed to this 
ability, with parenthetical values applicable to its finale. See page 266 
for a complete presentation of the stagger system. 


* Cut (Finale) and Keep (Finale): The values for Cut and Keep 
attributed to this ability, with parenthetical values applicable to 
its finale. See page 273 for a complete explanation of these two 
parameters. 


* Aerial: Whether or not this ability can be performed in midair. If not, 
an airborne Lightning will always have to land before its execution. 


Defensive Abilities 


* Resistance: The Guard Resistance for both physical and magic 
damage that an ability offers. 


* Timing Bonus: The Guard Resistance bonus if this ability is queued 
with Perfect Timing. 


* Keep: Lightnings ability to resist enemy interruptions while using this 
ability. See page 273 for details. 


Ailment Abilities 


* Duration: The base length of time for which this ailment will persist 
on an enemy. The actual duration depends on other factors, including 
the enemy's ailment resistance and Lightning's Magic. See page 265 
for details. 


Accumulation: A hidden parameter (not shown on this table) that is 
mitigated by the target's ailment resistance. Once the Accumulation 
for an ailment reaches 100, it is successfully inflicted. There are only 
three possible values for Accumulation: 110 for Disaster, 500 for all 
-ga spells except for Dispelga and 250 for all other spells. See page 
264 for a complete explanation of the ailment infliction system. 


Common Attributes: Attributes not shown in our table as they're 
common to all ailment spells. They are: Power x0.50 (x0.75 for Disaster) 
scaling off your Magic stat, Variation 396, no Finale Trigger for basic 
spells, Finale Trigger 1 for -ga spells, Timing Bonus 2096, Cut 20, and 
Keep 15. In addition, Ailment spells have no Stagger Power or Stagger 
Preservation values and cannot be cast while Lightning is airborne. 


zn See 7. 
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AILMENT ABILITIES 






BASE ATB 


COST 
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Defeith 2 
Detaithga “w 
Deprotect 5 
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Deshell 5 
imperi 2 | 
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Slow = | 
a 
Poison 25 
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Status Ailment Damage +20% | 
| Status Ailment Duration 10% | 
| Status Ailment Damage +25% 
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GARB ABILITIES (AILMENT) 





LEVEL 
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from the target upon successful infliction. 

















Ability Drops 


In Lightning Returns, the system of ability acquisition from enemies is 
encapsulated in a single number: the Drop Rank. Broadly speaking, the 
Drop Rank corresponds to specific ranges of days along the progression 
timeline: 


DROP RANKS 





DIFFICULTY TIMELINE INTERVAI 
L] Easy/Normal | Days 1-6 
1 Easy/Normal | Days 7-9 
2 i Easy/Normal | Days 10-14 
3 ji Hard | Days 1-6 
4 Hard | Days 7-12 
5 Hard | Days 13-14 


The rules governing an enemy's drops corresponding to the Drop Rank 
are as follows: 


For a given Drop Rank, the Timeline Interval is the period during which 
an enemy will drop the corresponding ability at Level 1 (for example, 
Attack Lv.1). If the enemy is a Last One, add one to the level of the 
ability dropped. The ability will not be dropped at all prior to this 
Timeline Interval, and will be grayed out on an enemy's Libra sheet. 


ABILITY DROPS 
MODE =+ EASY/NORMAL 
DROP RANK «e 9 ! 
TIMELINE | DAYS 1-6 | PAVS?7-9 | DAYS 10-12 


ABILITY 


2 


| FINALBAY | 


* Every time you reach a new Timeline Interval, all ability drops will 
level up automatically, up to a maximum of Level 5 (or %). While 
the advantages are obvious, the risk is that you might fail to collect 
enough specimens of an ability at a specific level, preventing you from 
Synthesizing it to its final increment, and ultimately from reducing its 
ATB cost via the Level Boost feature. In short, make sure you collect 
enough samples of key abilities within each Timeline Interval, so that 
you can eventually Level Boost them fully from Lv. 1 to their maximum 
Level. 


To help you keep track of all abilities you wish to develop to their fullest 
potential, we provide here a comprehensive overview of all possible 
ability drops. Simply look up the ability of your choice, and you can 
instantly identify the Timeline Interval when you can farm the enemies 
who will relinquish it at the level you require. For instance, if you need a 
specimen of Attack Lv.2, this table shows you that you can obtain it only 
on Easy or Normal, from a Gorgonopsid or Rafflesia from Day 7 to Day 9, 
or from Rafflesia C) from Day 1 to Day 6. 


HARD 
3 E 


DAYS 1.8 DAYS732 | DAYN FINAL DAY 
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ABILITY DROPS (CONTINUED) 
MODE =+ EASY/NORMAL HARD 
| 3 á 


ABILITY DROP RANK =» | 0 1 2 
| TIMELINEsel paAYSts | DAYST8 | DAYS10-13 | FINALDAY | DAYS 7-6 DAYS7-12 | ‘DAVIS 
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Auto-Abilities 3 


Auto-abilities offer a remarkable variety of effects in combat, many * Enhancement auto-abilities bestow temporary status enhancements 
of which can be extremely powerful when employed in the correct on Lightning when certain conditions have been met. 
situation. In this section, you'll find a complete checklist of all possible à * 
auto abilities in the game. erge eieren 
For accessibility, we have separated auto-abilities into ten distinct œ Siphon and Restore auto-abilities enable you to restore ATB, HP, or 
categories, broadly classifying them by type of effect: EP while performing specific actions, or when certain conditions have 
been met. 
ý breeds la a a basic boost to stets or basic attributes * Technical auto-abilities provide unique bonuses, the utility of which 
ý . l l À pr is highly dependent upon the player's strategy and execution. 

* Ability Bonuses alter specific properties of certain types of abilities. — Conservation auto-abilities improve the efficacy of limited resources 
. Replacement auto-abilities are triggered under specific conditions (Recovery Items and EP). 

— ————— e Finally, the two Reward auto-abilities each sacrifice a certain type of 

à reward from battle in exchange for a different benefit. 


AUTO-ABILITY CHECKLIST 


Tecum yup dye as 


Strength sxx or on ETI 


incresses resistance to Fre, ke. Lightning, and Wind by ud 








| 
| 
Changes te Stagger Wave Preservation of ai attacks by u f i n lsingie-tar 





Head Accessories: Swift Omament, Swift Omaments, Falcon Ornament 
Shaidi Large Shields _ 


Cut 45/10/15 - Weapons Destroyer, Demon's Maca, 





incresses Army of One damage by 15% and HP absorption by 500% Weapon nena Weapon Bazete Sabor, Overture 





— — head Accessones Wamors Headband Warror Headboards Fakshesa Arg | 
— c combo Braies for psc ach y 2 — — 


Muhticaste increases the number of combo finales tor magic attacks by 7 Head Accessory Soul of Marva 


t ROM aU M De a = 
a Decreases to number of tacks before e combo fro by 2 T Head Accesso — 
—— — ge dew! by an stack that staggers an enemy by S% " — vq — 


zer ververs Demon Eamnga. Demon Dowd Earrings 
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Shiai: Guardian Corps — (Defenses) 





Unleashes Bl attack eround Lig g after guardang tor C $ seconds —— 


———À 


Tranaforms the finishing move tor Bast Down into the powerful Jump abiity — 
— tu aag Bice wur ccm 
—— | | Wagons Boreccie Brite Bore | Alias re ect Dro. Des Poson, 


enmet 










Battleaxs of the Believer | Head Accessories. Warrior Hunter's Mask, Warrior 
Hunter's Manke, Face of Leber gs vhn Mask, Mage Hunters 
Masks, Face of the Mage's Nemesis, Bandit Scart, Scart», Sky Pirate's Scarf 








AUTO-ABILITY CHECKLIST (CONTINUED) 
EFFECT TYPE AUTO-ABILITY 


DESCRIPTION 
Vr cent erede ser — enemies with Protect, Shell, or 
Vee GIN MN ise In eels to you for 
| Transtorms any equipped Heavy Stash into the powerful ability Arternes's Arrows 
Transtoems Punt into the powerful ability Whirlwind Kick 
Transforms Heavy Slash into Slayer against a staggered enemy 





Triggers Faith for e fest 30 seconds of taie by reducing HP by S 














Triggers Bravery and Faith for 30 seconds after guarding continuously for 10 seconds 


by an additional 50% 

Increases damage dealt to enemies when ATB is at 30 or below by 15% 
Increases damage dealt to enemies when ATB is at 70 or above by 15% 
Increases damage dealt to enemies whan HP is at 70% or above by 15% 
Increases damage dealt to enemies when HP is at 30% or below by 25% 

| Increases damage dealt to enemies by 20% when they are within 2.5m 
Increases damage dealt to enemies by 20% when they are beyond Sm 
Increases damage dealt by x when facing 3 ot more enemies: does not stack 


not 

Reduces damage by 15% when HP is at 30% or below 

| Reduces damage by x% when facing 3 or more enemies; does not stack 
Keep +5/+10/+15 when facing 3 or more enemies; does not stack 
Increases damage by 15% when HP is at 50% or lower 

Increases damage by 80% when HP is at 15% or lower 

Reduces damage by 33% when HP is at 15% or below 











Restores 50 ATB upon staggering an enemy — 
| Restores AB no 7 


Restores 10 ATB upon deteating an enemy : 








| Restores 2 ATB to standby Schemata when you deat physical damage 
| Restores 1% HP when you deal damage with ailment spells 
| Restores 1% HP when you guard against enemy attacks 
| Restores xx% HP when you attack with perfect timing 
Restores 0.5% HP when attacking an enemy afflicted with status ailments 
| Restores 5% HP upon staggering an enemy 
Restores 3*6 HP upon defeating an enemy 
| Restores EP equal to (damage taken|/1,000,000 
Restores 0.1 EP upon defeating an enemy 
| | Restores 6.5% HP after guarding continuously for 10 seconds 
| Precise EP Restore Lv. 1/2/3 Restores 0.01/0 015/0 02 EP when you attack with perfect timing 











the duration it was supposed 








| H enemy is weak to an attack (will take 120% damage or higher), the damage deat increases Gn DEI URINE 


A UL (DU ONE ONE PAO RUNE V ON OE DN 


Mog's Blessing tv. 1/2 | Restores 001/0015/002 EP with a Partecr Guard 

Defender's HP Restore +xx% Restores x% HP with a Perfect Guard 

Chance Reprieve | vales a 5% chance to re ata 

Grace Period | Extunds the window for sucessful perfect timing by 1/12th of a second 
— Overclocking Manusi | Increases Overclock duration by 2 seconds 

Manual+ Increases Overclock duration by 5 seconds 

Item Efficacy +25% | Increases the restorative affects of recovery items by 25% 
—— Item Duration +25% | Makes enhancement effects of recovery items last 25% longer 

EP Conservation | Reduces EP used for combat abilities by 20% 
“ewe Uneasy Rest | Sacrifices any EP recovery after battle, but in rotum recovers 5% of HP j 
(0 [Se$Micem 00 ‚but of tems 


REPLACEMENT AUTO-ABILITIES 












TIMING 


BONUS 


POWER 


MODIFIER VARIATION 
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M — 
| Garb: Soldier of Peace 


| Garb: Martial Monk 


—— 


— Effect} ore, ——* PNS — — 





| Gart: Dragon's Blood 
| Garb: Rhapsody in Rose | 
Garb: Candy Raver 

Gart: Déjà Vu 

Arm Accessory. Enlister's Gloves 

| Arm Accessory. Sniper's Gloves 

 Abilities: Common (maltiple-target] 

Abilities: Common Imultiple-target) 


Shield Riot Shield | Arm Accessory Tenacious Ring 
| Abilities; Common (muitiple-target) 
Weapon: Survivor's Axe 








Head Accessories: Fencer's Earrings, Fencer's Earrings+. Duelist's Earrings 
| Head Accessories: Cursed Band, Cursed Bande, NI Will Band 

Head Accessories: Angel's Headband, Angel's Headbend+, Angel's Halo 
| Weapons: Double Blades 


Abilities [Rare Effect): Attack, Light Slash, Charged Strike, Blitz, Ruin 
| Shield: Flower Bearer 
Weapon: Mog's Staff 
| Shield: Mog’s Shield 















3% 20%. 55 55 | Seen =< 
| Smite x10.00 3% 20% | 10 0 5 | 50 a" 
| Jump | xt 3% 30% | 120 | 120 | 55 | s | Beat Down Finale 
| Blindside |  »2 3% 20% | 10 0 40 5 [ned —— Slash, Defensive Sike, 
Slash, Best Down, Magic Slash. Defensive Strike, 
| Doprotect Chaser | 20 3% we ps 9 | © * | Sete are —— 
| Slash, Beat Down, Magic Slash. Defensive Strike. 
Elomental Chaser | x120 3% 20% 100 | | & aoe 
|ArtemissAmows | 2.50) 50% | 0% 30 | 120 55 55 | Haw Sioa 
| Brave Thief | a5 3% 30% 30 200 EI 55 | Heavy Slash | 
| Protect Thief X125 3% | 30% | » | 200 55 55 | Heavy Stash | 
Slayer 12.00 3% | 30% 30 200 s5 5 Heavy Slash | 
Whirlwind Kick 0 3% x^» | 209 | 100 (500) 40 (55) 20050 | Punt | 
Deprotect Chaser xt.10 3* 20% | 1 100 35 15 | Ruin, Quick Ruin j 
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COMPONENTS 





Components are ingredients required to improve abilities, weapons and 
shields. 


* Sorcery Components: Sorcery Shops require Malistones to enhance 
maxed abilities via the Level Boost feature. There are six possible 
“Level Boost paths”, as shown here. The “Malistone Level Boost 
Path” table reveals which path each ability belongs to. 


* Forge Components: On a New Game+ playthrough Forges can 
upgrade your weapons and shields, with each increment requiring a 
component of the relevant rank. 


There are two main methods to acquire components: you can buy the 
low-rank ones from Adventuring Essentials vendors after you begin a 
New Game» playthrough, or you can obtain them as item drops from 
defeated enemies. 


MALISTONE LEVEL BOOST PATH 


Anack | Bronze 
Light Slash Brome 
Heavy Slash | Siver 3 
Beat Down Sier ! 
Punt | Bronze 
Fatal Swoep Bronze | 
Charged Strike | Silver t 

Blitz Bronze 

Area Swoep | Bronze 

Flamestrike Silver 1 | 
Heat Blitz | Silver 2 | 
Froststrike Silver 1 

ice Blitz Sitver 2 

Sparkstrike Sihver 1 

Electric Blitz | Silver 2 | 
Galestrike Silver ! 

Aero Blitz 
Ruin 
Ruinga 
Fire 
Fira 
Firaga 
Flare 
Blizzard 
Blizzara 
Blizzaga 





| Sive 2 | 
Bronze. 

| God? || 

| Brome | 

| Silver 1 | | 
Gold 2 | 

| Putnam | 

Bronze 

Siver t 

Gold 2 
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LEVEL BOOST PATHS 


ADVENTURING ESSENTIALS COMPONENTS 
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Heroic Guard 
Evade | Sheri | 
Counterblow | Sier 1 
Counterspell | Siver 1 
ATB Charge Gold ! 
Debrave Bronze 
Debravega Silver 1 
Defaith Bronze 
Defaithga Siver 1 
Deprotect | Bronze 
| Deprotega Sever 1 
Deshell | Bove 
Deshellga | Siver 4 
| imperil | Bronze 
| Imperilga Silver 1 
| Slow | Bronze 
Slowga Silver 1 
Poison Bronze 
Poisonga Silver 1 
| Curse Bronze 
Cursega Siver 1 
Dispel Boe 
Dispelga Siver 1 
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f OTHER ITEMS 


Most of the items in this category are required for the completion of quests, especially collection-based tasks acquired from each Canvas of 


Prayers. 


OTHER ITEMS 


EEN 


Gold Dust 
Crystal Medal 
Sitvered Medal 
_Bronzed Medal 
| Unappraleed liom 


Lizard Tail 


These tems often appear directly in the game world as smail | 
| Shining cinco koud — ja toba 
in shops 


Found in the Dead Dunes by slashing lizards or skeletal statues 
inside the Temple Ruins: once appraised, they turn into valuable 
itams (see page 132) 


| Obtained by stashing harde in the Dead Dunes 

Obtained by siashing skeletal statues in the Temple Ruins of the 
Dead Dunes 
enorme dedo eg lenen AB | 
wandering Adventuring Essentials merchant (see gage | 


Obtained by planting Vegetable Seeds in the Canopus Farms plots 
| (growth time: 8 hours) 


utr ren gisten | 
plots (growth time. 12 hours) | 


Otrtarned by planting Vegetable Seeds in the Moogle Village plot 
{growth time: 24 hours) 


| Grows aif over the Grasslands trom 06:00 to 17:59 | 
Grows all over the Grasslands from 18-00 to 0559 

A reward for the “Fuzzy Search” side quest 

| A reward for the "Round 'Em Up” side quest 

A fangs tut prowa throughout be Mj Woods on 06:00 
A fungus that grows throughout the Jagd Woods from 18 00 


to 05-58 
| Can be created by Cardeyia in Jagd Village in exchange for 
Doctor and Assistant” side 


Chocoborel x8 and Slug Sweets: 

| Areward for completing the “Dog, 

quest; you can ask Tilda at the Research Camp to make additional | 
doses in exchange for: Dayring Blossom x4. Moonsoul Bloom x2, 
Goopy Goo x5 | 
Two units are obtained as rewards w 

Right Stuft” and "A Taste of the Past” side guests; can also 
be created by Chef Aryas for Vibrant Ooze 13 and Moonsoul 








Bloom 6 





| Tattered Leather | Item Drop: Gremlin 





| them Drop Minin 
Item Orop: Niblet 

| hem Drop: Raffesia 
Item Drop: Velt. Hanuman 

| tam Drop: Flanitor 
Item Drop: Goblin 

| ttem Drop: Hoplite 





KEY ITEMS 





Key Items are unique items, usually required to advance or complete main quests or side quests. Of particular interest, Key Items include Notes that 
reveal all the Libra information on a specific species of monsters. Acquiring these has one practical benefit: it increases your chances to obtain “rare 
abilities” — in other words, those featuring an auto-ability — every time you defeat a creature of the species in question. 


LIBRA NOTES 








Treasure Sphere: Luxarion, Warehouse District: Adventuring | 


Cathedral Santry Notes Essontials Luxerion, Warren | 
Patron's Personal Guard Notes — Treasure Sphere: Yusnaan, Cactuar Plaza 

‘fanatic Notes | Treasure Sphere Lurarion, South Station Plaza 

Niblet Notes Adventuring Essentials: Luxenon. North Station Plaza 

_Goblot Notes | Adventuring Essentiais: Dead Dunes. Giant's Sandbox. | 
. Miniflan Notes Adventuring Essentials: Wildlands, Canopus Farms/Research Camp 
Flanitor Notes. | Treasure Sphere: Yusnaan Central Avenue | 
Ectopudding Notes Adventuring Essantiais: Wildlands, Jagd Village 

| Tiffid Notes | Adventuring Essentia: Wikdtands, Canopus Farma/Research Camo 

| Rafflesia Notes Adventuring Essentials: Wildlands. Jagd Village 

| Goblin Notes | Adventuring Essentials. Wildlands, Poltae 

| Schrodinger Notes Adventuring Essentials: Yusnaan, Reveler's Quarter 

Hoplite Notes. | Adventuring Essentials: Yusnaan, Reveler's Quarter 

Meonekton Notes Adventuring Essentials: Wildlands, Poltae 

| Skata’ne Notes | Adventuring Essential: Yuansah, Lower City 

| Cactuar Notes | Adventuring Essentials: Dead Dunes, Giant's Sandbox 

Coctair Notes | Trmasure Schere: Dead Dunes. Dry Floodiands 

| Vali Notes | Adventuring Essentials: Wildlands, Jagd Village 

‘Hanuman Notes | Adventuring Essentials; Wildlands, Pole 

| Noel Notes | Adventuring Essentials: Luxerion, Final Day 

Wendigo Notes Adventuting Essentials: Luxerion, Final Day 

| Sugriva Notes | Adventuring Essentials: Luxerion, Final Day 

 Anubys Notes | Adverturrg Essentia: Yevvaan, Lower City 
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Set Notes 
Gertrude Notes 
Desdemona Notes 

| Gaunt Notes 

Dryad Notes. 
Arcangeli Notes 
Skeleton Notes 
Desert Sahagin Notes 
Zaltys Notes 

Zomok Notes 

. Reaver Notes 
"Dreadnought Notes 
Cyclops Notes 
Chocobo Eater Notes 
Earth Eater Notes 

| Gurangatch Notes 

| Aster Protoflorian Notes 
Chimera Notes 
Study of Despair 
Study of the Depths 

| Prophecy of the Future 
Prophecy of Aspiration 
_Prophecy of Rebirth 
Study of the Savage 








_Holy Revelations 


| Adventuring Essentials: Luxerion, Final Day 
| Adventuring Essentials: Luxorion, North Station 
Adventuring Essentials: Yusnaan, Lower City 
| Adventuring Essentials Luxerion. Warren 
Adventunng Essentials. Wildlands. Jagd Village 
| Adventuring Essentials: Luxerion, Final Day 
Adventuring Essentials: Dead Dunes, Giant's Sandbox 
| Adventuring Essentials: Dead Dunes, Giant's Sandbox 
| Adventuring Essentials: Yusnaan, Reveler's Quarter 
| Adventuring Essentials: Luxerion. Warren. 
Adventuring Essentials: Wildlands, Canopus Farms/Research Camp 
| Adventuring Essentials Lunerion, Warren 


Treasure Sphere: Dead Dunes, Grave of the Colossi 
| Yensre Sphere: Deed Dunes utfon 
Adventuring Essentials: Wildlands, Poltae 
-Adventuring Essentials Luxerion, Fira! Day 


Given by Nolan when you accept the “What Rough Beast Slouches” 


side quest 
| Yeasnase Sphere: Dead Dunes. Gants Sandbox 

Treasure Sphere: Luxerion, The Residences 

| Treasure Sphere: Yusnaan, Patron's Palace, Floor 5 

Treasure Sphere: Wildlands, Temple of the Goddess, Hall of Rebirth 
| mesure Sphere: Dead Dunes, Temple Ruins, Floor 3 


.. | Treasure Sphere: God's Sanctum, Final Day 
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Potion 
Hi-Potion 
X-Potion 
Remedy 

Mega Remedy 


Phoenix Down 


Phoenix Wing 
Refresher 


Elixir 


Ether 


Turbo Ether 
Protect Potion 
Shell Potion 
Bravery Potion 
Faith Potion 
Vigilance Potion 
Veil Potion 


Haste Potion 


Regen Potion 


Reraise Potion 
Enfire Potion 
Enthunder Potion 
Entrost Potion 
Enaero Potion 
Hero's Potion 
Crusader’s Potion 
Warriors Potion 
Holy Water 
Nektar 

Nektar Mk Il 
Mirakle Nektar 
Nektar of the Gods 


Nektar of the Gods O 


gain 





Revives Lightning from KC 


Restores 6 EP 





Restores 33% of 
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The range of wares offered by each merchant can be expanded when you reach certain milestones, or after you complete certain specific tasks. The 
tables in the following pages reveal how, where, and for how much you can obtain every item that vendors can sell. 


E Outfitters J 


Outfitters are your primary source of garb, though they also sell adornments that enable you to customize Lightning's look. 


LUXERION, NORTH STATION YUSNAAN, CHAMPION'S QUARTER: WILDLANDS, JAGD VILLAGE 
DIVINE PROTECTION OUTFITTERS HERO'S SONG OUTFITTERS HUNTER OUTFITTERS 






AVAILABILITY | TYPE 








Dat Guhar 1:9 | 
Bg camia m 
| 2 | Thief's Sik Hat | s» 
Lady's Sk Hat 0 
m B oor | 70 | 
| Bb Violet Cot tan 20 | 
B | Wor tan | m! 
a — i 250 
: x s | 
LI | qn SM, — WiLDLANDS, MOOGLE VILLAGE 
— MOGNAY’S FINE FANCIES 
— z | Black Rose 200.000 | 
LUXERION, SOUTH STATION | | ky White — | 200000 AVAILABILITY | TYPE 


BESPOKE OUTFITTERS 


YUSNAAN, AUGURS QUARTER: 
ARTY OUTFITTERS 

























































|, | Raven Mant s 
B oen Mat 0 DEAD DUNES STATION: 
|OB | Moonlight Mast » | ONE STAR OUTFITTERS 
B oO om 30 
— — | KR AVAILABILITY 7 
$ 
LUXERION, SOUTH STATION: | 7 — — 
OUTFITTERS ROUGE | 8 | snes i pen 
| @ | Frosty Giawses 0 
| Bb | Argehe Glasses |- 9| 
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Forges 


Forges sell weapons and shields, which you can use to improve your stats and specialize your Schemata. On New Game+, they also offer a completely 
new service, enabling you to upgrade your equipment. See page 278 for details. 














LUXERION, OLD TOWN: WILDLANDS, RESEARCH CAMP: LUXERION, FINAL DAY: 
MIGHTY GRANDVILLE FORGE NEW WORLDS LAB AND FORGE THE FORGE AND SMELT 
AVAILABILITY | TYPE ARTICLE AES AVAILABILITY | TYPE AVAILABILITY | TYPE 
Astetia's Staff 450,000 
rx | Hesperides 36,000 
Megaiesia 165,000 
faa — * INVENTORY 
Apis Gauntlet 228,000 
Juliet's Sorrow 228,000 
| | immortal Order | 880000 
Szczerbiec 680,000 
DE oem | "80000 
| —— — 800.000 
Ta ele “Nemesis 420,000 
| — n 2 -— 5 
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| 220000 — i | 8800 | RIC 
| "185000 From Day 10 32.000 AVAILABILITY | TYPE ARTICLE PRICE 
| 155000 = ri | a2 | (GIL) 
peo | 196,000 
i 450.000 | 420.00 
800.000 - | 196,000 
an | Map | 400 
| 2800 | 360,000 
| 330000 | ed ur | 36000. 
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From Day 1ta Day | a | | raram | S0 | 
o | Heaven's Cloud | 800,000 

| From Day 1 to Day | * 680,000 NT | | Philosophers Rod wel * SHOPS 
| Default. Asteria’s Staff 450000 2 Nemesis 420000 
On Hard Mode Bb | Philosopher's Rod entend | | — | 420.000 
From Day | Eie | zamo | | Bj | Eins Gomer | soo 
L B cens Praise 330,000 m ] Cleopatra's Praise | 330000 





Rare Merchant 


A rare wandering merchant plies his trade in all four major regions. He will sell you valuable wares, but only if you can find him. To trigger his 
appearance, you must first reach Day 3 and have visited at least one Outfitters shop. Then, the game will run a spawn check every hour, using a 
probability cycle of 25%, then 50%, then 75%, and finally 100%. In other words, he is guaranteed to appear at least once every four hours. However he 
can appear on any continent, and in one of five places on each continent (see poster maps). Therefore, even if you look for him during an hour when he 
is guaranteed to spawn, there is only a 5% chance that he will appear at any one location. To minimize frustration, you should plan ahead and keep 
the necessary amount of gil in your wallet to make as many purchases from him as possible whenever you run into him. 


RARE WANDERING MERCHANT: 
RED DRAGON OUTFITTERS 







AVAILABILITY | TYPE ARTICLE 


| Default (from Day 3) 










's Head 
Grave of the Colossi {near the arch to the southeast] 





From Day 6 | Vigilance 


y m | i Grave of the Colossi (path leading to Ruffian) 
From Day 9 | | Cemaval Crusher | UE | Dead Dunes: | Dry Pediat oed and herea igen Cuc 
[OnHard Moda | BB Astral Lon __ 500,006 | Augur's Quarter (near tha Palace entrance) | Atomos' Sands (west look-out tower] - 








O Sorcery Shops j 





Sorcery Shops enable you to strengthen your abilities via both Synthesis (to combine abilities of the same type and rank) and, later in the story, Level 
Boost (to level up maxed abilities with Malistone components). See page 280 for details. The cost of each Synthesis service is fixed, and depends on 
the level of the abilities that you fuse or level up. 





SORCERY SHOP LIST SYNTHESIS COSTS LEVEL BOOST COSTS 
Spellbound Synthesis EE à — " —— 
—— Yusnaar. Champion's Quarter uz m 
Winds Jagd Virage w2 
—— | Wildlands, Research Camp | | t3 am | 
| Dead Dunas, Ruttan | " D | wa 156 | 
| Lumerion, Final Day | " 
| Gets Sanctam. Fool Dar ws | no 3 isa 2500 
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Resting at an Inn enables you to rent a room for 500 gil until an hour of your choosing, restoring all of your HP. Restaurants offer a cheaper and less 
time-consuming healing alternative, so it makes sense to use Inns only later in the story, once you have completed most quests and need to skip to a 
specific time of day to continue an outstanding task. 


INNS 
North Station Plaza |  Gluttor's Quarter | Farma 
Loxerion Near South Station | Yosnaan | Wildlands Polus | 


| Ollon m i gor . Mmm — — | — — B à M À 


a > 
Restaurants i} 


Restaurants sell food that immediately restores Lightning's health at the moment of purchase. The amount of HP healed depends only on the price of 
the dish you buy, irrespective of what Restaurant you visit. 








FOOD HEALING FACTOR RESTAURANT LIST 
nm | Weiter | Yumaan, Augur's Quarter 
—— Yumaan, Augars Quarter 
—— * | Maman, Augers Genter 
nonce Yumaan, Giutton’s Quarter 
The Banquet of the Lord | Vanaan, Giotrre Quarter | 5* | mankan kens 
The Meat Grill Yusnaan, Glutton's Quarter | Sp 
| Fishy Flavors | Vaataan, Gatton’ Quarter Kinerant Chet | Yusnaan, industrial Area 
Seedys Owner Yusnaar. Glutton's Quarter Village Eatery | Wildlands. Canopos Farms 
Terrace Cate | Yaseen. Gaston's Quarter Farm Fresh Foods Widkands. Aryas Village 
| Standa Sip 0 0— | Vusnaan. Ghoos Quarter —8— Bemesp | pd ere. Astin = 
B General Stores n 
5) 





General Stores sell recovery items that you can use to heal or revive Lightning, apply status enhancements and cure status ailments. Note that any items 
marked as available starting from Day 6 or 11 will be available from Day 1 on New Games. 


LUXERION, NORTH STATION: LUXERION, WARREN YUSNAAN, CHAMPIONS QUARTER 
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B 
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SOUTH CORNER GENERAL STORE GENERAL STORE DELIGHTS 


YUSNAAN, AUGUR'S QUARTER: 
NIX AND STYRIA GENERAL STORE 
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YUSNAAN, CARGO STATION: 
GOLDMINE GOODS* 


WILDLANDS: 
MOM-AND-POP GENERAL STORE 1* 


pH NO ARTS iR 


DEAD DUNES, DRY FLOODLANDS: 
TOBIAS’S BRANCH STORE 


AVAILABILITY 


AVAILABILITY 


mm 5 PT 
* Location: To the northeast of Aryas Village (07 00-11 001 Crossroads west of 
Canopus Farma (12:00-17 001. Aryas Village (1800-23 001 


homon B 


* This merchant is only available from 1800 to 00:00 





WILDLANDS: 


MOM-AND-POP GENERAL STORE 2* DEAD DUNES, GIANT'S SANDBOX: 


YUSNAAN, PATRON'S PALACE: 
A ene TOBIAS'S BRANCH STORE 


PALACE GUARD SUPPLIES AVAILABILITY 
VAILABILITY 



























€ INVENTORY 
Fre w | B xw | 
* Location: Canopus Farms {08:00-12:00}; Jagd Woods entrance 
113:00-18:00], Jagd Village (19:00-23:00) 
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PEACH DREAMS GENERAL STORE 
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Frome B ose i 
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580 MOOGLE SUPPLY DEPOT 
280 
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380 B se 
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Adventuring Essentials ii 
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Adventuring Essential merchants are specialized in selling Notes offering Libra information on monsters. On a New Game+ playthrough, they also sell 
low-rank components (see page 252). 


LUXERION, NORTH STATION: WILDLANDS: PLAIN ESSENTIALS* 


MOCK'S SURVIVAL STUFF 


Niblot Notes l 120 | | m | 


LUXERION, FINAL DAY: 
A TO ZED RESOURCES 





Sot Notes 180 

Gremlin Notes 120 * Arcangeli Notes 180 
Gorgonepsid Notes 1e | 2 Chimera Notes | 3 
Gertrude Notes = m E 7. — L. —-. Jj Neela Notes 120 
* This merchant can be found at Canopus Farms from 08:00 to 18 00. and at the | Wendigo Notes | 120 

Research Camp from 15:00 t0 07 D) Sugriva Notes 120 


YUSNAAN, THE REVELER'S QUARTER: 
STINKY'S BEST RESOURCES 


WILDLANDS, POLTAE: 
KASPER'S ESSENTIALS* 


| — | 4 | 


LUXERION, THE WARREN; 
LENA ADVENTURER'S EXCHANGE 





Hoplite Notes Cathedral Sentry Notes 

Schrodinger Notes Hanuman Notes 120 Gaunt Notes ri 
Cyclops Notes | | Meonekton Notes | 180 | Dreadnought Notes | w 
Zaltys Notes ji Aster Protofiorian Notes — — Zomok Notes xc 


* Tha merchant is only available from 18.00 to 06.00 


DEAD DUNES, GIANT'S SANDBOX: 
RAMON'S ESSENTIALS 


WILDLANDS, JAGD VILLAGE: 


YUSNAAN, LOWER CITY HUNTER'S ARCHIVES* 


SOLDIER'S PIT RESOURCES* 


is ET m E | cen EE — 
Anubys Notes Vali Notes. | 120 Dosert Sahagin Notes 120 
i Skeleton Notes 


180 | Dryad Notes 120 | 120 
So — cil Eetopudding Notes MI —- Cactuar Notes e: 180 
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MAIN QUESTS 


SIDE QUESTS 


CANVAS OF 


STRATEGY & 
ANALYSIS 





ULTIMA 
WALKTHROUGH 


Mt This chapter is designed to demystify the fundamental mechanics 


that underpin the Lightning Returns experience, with a specific 
focus on details that the game itself does not reveal. The insights 
and explanations that we provide are the product of many weeks 
of research and exhaustive experimentation, not to mention 

data mined from the mue documents provided by the 

d e WE oos s 
aval, discuss here will seem arcane, or even incomprehensible. Though 

` a} there is much in this chapter that will benefit a first-time player, 

it is ultimately designed with subsequent playthroughs in mind, J) 








$75. 






particularly those on Hard Mode: We have attempted to make it 
accessible as possible, but we should warn you that we generally 
esume a 8 level of prasca] — — 
ài This i is not, in ink a light fand. When you = ready to understand 
w Lightning Returns truly works, however, we would wager Wm 
with confidence that this chapter will have the answers you seek 
— and, what's more, resolve wd questions that you might 


never have wi; di ask. w 
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The very heart of Lightning Returns is its multilayered and nuanced 
battle system. While the two previous installments in the Final Fantasy 
XIII series were defined by their high level of automation for all party 
members during combat, you have no such luxury here: Lightning is under 
your direct control at all times. 


Even though it is certainly possible to "brute force" your way through the 
main story events, your performance in the more advanced challenges is 
likely to be unimpressive without a solid grasp of the game's mechanics, 
careful consideration of your character setup, and a willingness to retry and 
experiment to adjust your strategy. If you feel at all daunted by the effort 
that such an approach would naturally entail, worry not: your understanding 
and ability can and will improve if you take the time to digest the treasure 
trove of information available in this chapter, and put it into practice. 


While it is easy to understand basic concepts such as damage 
potential and interruptions, how these concepts are governed by 


MOTIVATION 








behind-the-scenes parameters is not as obvious, leading to questions 
such as: “Why am | dealing less damage now than a minute ago?” 
or “Why can | interrupt the enemy under these circumstances but 
not others?", which are both likely occurrences. In this chapter, we 
provide clear and thorough answers to all such pertinent doubts and 
inquiries, enabling you to make complete sense of what is happening 
on-screen at all times. 


We have broken down all notable systems and present them here in a 
natural order. At the conclusion of our analysis, we offer a selection of 
effective "roles" for Lightning that you can use as blueprints for your 
Schemata, as well as several examples suited to specific scenarios and 
play styles. Paired with your knowledge of in-depth mechanics, these 
sections should fuel your imagination if you wish to develop interesting 
and ruthlessly efficient strategies of your own 


And now, follow us down the rabbit hole. . . 


LIGHTNI 


SCHEMA PARAMETERS 





The following sets of parameters determine Lightning's prowess as a combatant. Everything else builds on top of this foundation. Enemies possess 
many of these parameters, although some are not applied in exactly the same way. Enemy attribute details are listed in the Bestiary, though you will 


also encounter additional facts on this subject later in this chapter. 


Basic Parameters 


* HP is the numerical representation of Lightning’s health and the 
amount of damage she can sustain before being knocked out. This is 
subject to a cap of 50,000 unless you activate the New Game+ Limit 
Break Settings, which enable you to raise it to 99,999 but essentially 
violate the "rules" governing the legitimacy of Battle Scores. The 
minimum value is 100. In battle, your HP is automatically adjusted 
when you change Schemata in order to maintain the same percentage 
of max HP for each Schema. 


Strength and Magic govern Lightning's ability to deal physical and 
magic damage respectively. These values are capped at 5,000, but can 
be boosted to 9,999 in accordance with the same conditions as HP. The 
minimum value for each is 5. 


* Maximum ATB establishes a pool of stamina for every Schema that 
enables Lightning to perform actions. This is primarily dependent upon 
your choice of garb, but can be augmented further with auto-abilities. 
This value is capped at 200. 


Ability Parameters 


These are tied to abilities and all factor in various combat subsystems, 
Ability parameters can be dependent upon basic parameters or completely 
independent. 


COMMON 

+ ATB Cost: The amount of ATB points required to perform an ability. 
Stronger abilities within the same category of effect have higher ATB 
costs. These values can be reduced through the Synthesis and Level 
Boost services available at Sorcery Shops. 


Keep: Maintenance of stance against the disruptive effects of enemy 
attacks. Rather than acting as a modifier, the Keep associated with an 
ability overwrites the default Keep of 10. Keep values of abilities range 
from 15 to 100. 


* Priority: A hidden parameter that allows for the interruption of an 
ability currently being executed by one of a higher priority. There are 
four possible priority assignments for all abilities: 10, 5, 2, and 1. EP 
abilities and recovery items have a priority of 10, all defensive.abilities 
have a priority of 5, the finale of Punt or Whirlwind Kick has a priority 
of 2, and all other abilities have a priority of 1. 


PHYSICAL AND MAGIC ABILITIES 

* Damage Power and Variation: The multipliers for the applicable 
power stat (Strength or Magic) for abilities that deal damage to the 
enemy, and the random variation factor applied to these multipliers, 
These are highly customizable through Sorcery. Ability finales are 
subject to additional modifiers to the Damage Power value. 


* Cut: Disruptive capability of an ability. Cut is measured directly against 
the target's Keep. Base Cut values of abilities range from 20 to 100. 


* ATB Speed is a vitally important parameter that determines the speed 
at which a Schema's ATB gauge regenerates while Lightning is not 
performing an ability. This value, capped at 200, is the percentage of the 
standard idle recovery rate of 2 ATB per second on an active Schema. In 
other words, an ATB Speed of 150 equates to 3 ATB recovered per second 
(2 x 150%). Recovery rates triple for your two standby Schemata. 


* Keep is a parameter that determines Lightning's ability to maintain 
her stance against disruptive effects. This value is 10 while she is idle, 
which is easily overcome by the vast majority of enemy attacks. 


* Innate Resistances are defensive properties that affect the amount 
of damage Lightning takes from enemy attacks and her susceptibility 
to status ailments. By default, she has no special bonuses, taking 
10096 damage from every damage type and element, and sporting no 
resistance against ailments. This parameter can only be improved by 
auto-abilities conferred by equipment. 


* Stagger Power: The measure of contribution of an ability to an 
enemy's Stagger Wave. A stagger is triggered when accumulated 
Stagger Power reaches or exceeds the Stagger Point. As with 
Damage Power, many ability finales enjoy a bonus to Stagger 
Power. 


* Stagger Preservation (Stagger Time): The measure of how an 
ability maintains the Stagger Wave, temporarily preventing the 
wave from being reduced. See the section on Stagger for a complete 
explanation (page 266). 


DEFENSIVE ABILITIES 

* Guard Resistance: A form of resistance that is invoked only while 
guarding. Effectively, it is a multiplier acquired by subtracting the effect 
from 100%. For example, a Level 3 Guard with 46% Guard Resistance 
will apply a multiplier of 0.54 to reduce the damage of incoming 
attacks. Note that Special-type enemy attacks ignore this parameter 
unless you are able to execute a Perfect Guard. 


AILMENT ABILITIES 

* Accumulation: A hidden value for an ailment spell that determines 
its capability to inflict negative status effects on the enemy. 
Measured against the enemy's ailment resistance. This value is 
500 for all -ga spells (except for Dispelga), 110 for Disaster, and 
250 for all other spells. See the section on status effects overleaf 
for more details. 


* Magic Effect Time: The base duration of an inflicted ailment. 
Modifiers include the Magic stat and auto-ability bonuses. Measured 
against enemy resistance. See the section on status effects overleaf 
for more details. 
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d STATUS EFFECTS 


Many status effects, both positive and negative, confer modifiers to established 
parameters, These effects are the same for both Lightning and her opponents. 


In Lightning Returns, your selection and maintenance of status effects cannot 
be indiscriminate, as they are universally limited to five at a time, irrespective 


Enhancements and Ailments 


of whether they are enhancements or ailments. Therefore, the order in which 
Status effects are applied, displayed on-screen from left to right, is crucial. 
This concept applies to the enemy as well. It is especially important to 
prioritize your ailments carefully if one or more of an opponent's five slots 
are taken up by stagger effects or other hexagonal (non-removable) statuses. 


— 





Status enhancements are generally available only through recovery 
items or by triggering specific conditions. In addition, powerful offensive 
enhancements such as Bravery and Faith are often quite ephemeral. This 
encourages you to use them during time windows where you have a high 
potential to inflict significant damage, such as during staggers, in order to 
maximize their effectiveness. 


Lightning can inflict status ailments on the enemy with ailment spells, as 
well as much rarer attacks with added effects. All ailment spells have the 
following parameters: x0.50 Damage Power (x0.75 for Disaster) scaling off your 


OPPOSING EFFECTS 





Enhancement 
Strength x1.5 
Magic x1.5 
Physical damage taken -33% 
Magic damage taken 33% 
| ATB Speed «100 


t] 


i 





Keep «25 


Heals 0.4% max HP per second 














= 








Magic stat, 3% variation, 20 Cut, 15 Keep, no Stagger Power, and no Stagger 
Preservation. Enemies have their own values for these parameters and in some 
cases are capable of special abilities that inflict multiple ailments at once. 


Many enhancements and ailments stand diametrically opposed to one another. 
You can remove an enemy's enhancement simply by casting the opposing 
ailment; the two effects cannot coexist. It is important to note, though, that 
enhancements and their analogous ailments often do not have exactly the 
same opposing modifiers. Shown in the following table are all opposable 
enhancements and ailments, as well as their specific parameter modifiers. 






Opposing Ailment 











| Drains 0.5% max HP pet second 





i 





Other enhancements and ailments are detailed below. Note that Lightning does not have access to Pain or Fog, which can only be inflicted on the enemy through 


OTHER EFFECTS 








Effect 





Description 
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Status Ailment Infliction 





While status enhancements are applied unconditionally, the successful 
infliction of ailments is dependent upon a formula that incorporates both the 
Accumulation parameter of an ailment-carrying ability (500 for all -ga spells 
except for Dispelga and 250 for all other spells) and the innate resistance to 
a particular ailment: 





imbues non-elementa! attacks (including ailment spells) with the corresponding element: 
by 30% for spells and 60% for physical -strikes and Blitzes: automatically removed if target's susceptibility to the element is 70% or lower | 





elemental attacks of this element 








| Ailment | Cannot use magic abilities, including tne Counterspell defensive ability and all ailment spells 





J 


The ailment will "stick once Total Accumulation reaches 100. Therefore, when 
Lightning uses a basic ailment spell, with an Accumulation parameter of 250, it will 
Stick after only one cast against any enemy resistance value up to 60. The more 
powerful -ga variants, with an Accumulation parameter of 500, can immediately 
penetrate any enemy resistance value up to 80. Otherwise, you must make multiple 
attempts before you are successful. An ailment attempt by the enemy, even if it 
shares the same ability name, is subject to its own Accumulation parameter, as 
can be seen in the Bestiary ability tables. A resistance of 100 confers immunity 
to a particular ailment. These factors are subject to additional hidden modifiers. 





Accumulation experiences decay equal to 3 points per second. This means that 
your attempts to stick an ailment against a particularly resilient foe must be 
swift and persistent. 


Ailment resistance can be increased by the Veil status enhancement, 
equipment-based auto-abilities, or Guard-type defensive abilities. 
Multiple modifiers stack multiplicatively. For example, Lightning's innate 
resistance of 0% to all ailments increases to 33% if she dons the Passion 
Rouge garb. If she invokes Veil, her resistance increases by 90% of her 
remaining susceptibility, or (90% x 67% =) 60.3%, equivalent to a total 
resistance of 93.3%. Using guard abilities increases this by another 


Effect Duration 


FIGHTNING RETYONG 


50% of her remaining susceptibility, bringing her final resistance to a very 
stout 96.65%. 


The extremely rare and powerful Heroic Guard deserves a special highlight, 
as it renders you effectively immune to all ailments as long as you guard 
(technically +99% resistance). There are also various arm accessories that 
offer full protection from one particular ailment, making them attractive 
options when you need to contend with one employed by a specific enemy. 


Once an ailment is inflicted, the Total Accumulation value resets to zero. You 
may re-stick the ailment as a way to extend its duration. 


— 








ENHANCEMENT DURATION 


The duration of each enhancement is fixed based on its source. If you refresh a specific enhancement before an initial application expires, the duration of the 
refreshment is added onto the remaining duration of the initial application. The Collector Catalog improves effect durations for recovery items by 25%. Consult 


the following table for a complete summary. 


ENHANCEMENT DURATION OVERVIEW 






Enhancement Source Conferred Effects 











Conditions/Duration 
30 seconds when switching Schemata with less than 10 ATB 












15 seconds (upgradable to 30) after first use of corresponding Schemata - 





| Splendid Admiral, Intruder. Innocence, or Loyal Servant B , Faith, Protect, or Shell 
Shard Blade end Flesh Render weapons Regen 
Thorn arm accessories Bravery, Faith, Haste, Protect, Shell, or Vigilance + Veil 





Elemental Bracelet arm accessories 








| First 60 seconds of battie 





£ | Enfre, Entrost, Enthunder, or Enaero 
Critical auto-abilities corresponding to ailment abilities 





Bravery, Faith, Vigilance, Haste, Protect, Shell, Veil, or Regen 






"rri 








Brave Thief auto-ability 






30 or 60 seconds when HP is less than 30% of max 
— — Lightning with Heavy Slash for the duration 











i temaining from when it was first applied 











Committal auto-ability 
Grand Wizard auto-ability 





T — — — 5 seconds when using an ability costing 40+ ATB 





Remedy 


] 





Phoenix Down - 


4 








Phoenix Wing 





| Bravery, Faith, or Haste Potion 





71 30 seconds 





Warriors Potion 





[Holy Water - 





Mega Remedy 





Hero's Potion 





60 seconds 








Elixir 





| Bravery + Faith + Protect + Shell + Haste — 





Regen or Reraise Potion | Regen or Reraise 


+ - 
150 seconds 





Crusaders Potion 


180 seconds 





300 seconds 











[Cru der's Potion — — Protect + Shell + Veil + | 

Protect, Shell, Vigilance, Veil, Enfire, Enfrost, Enthunder, Protect, Shell, Vigilance, Veil, Enfire, Enfrost, Enthunder, 

| 0r Enaero Potion or Enaero 

[ Nektar of the Gods Q | Bravery + Faith + Regen [30 seconds Bravery and Faith, 15 seconds Regen 











AILMENT DURATION 
Ailment duration is determined by the following formula: 






As you can see, the progressive increase of Lightning's Magic stat will improve 
the duration of all ailments significantly. Faith has no effect on this bonus and 
enemies do not receive this bonus at all. 


Stagger Added Effects 





Strong resistance to an ailment will substantially reduce its duration. If you 
wish to stick an ailment to an enemy with high resistance, not only will you 
need a respectable Magic stat, but you'll also have to constantly refresh the 
ailment to extend its duration. In these situations, you'll need to design a 
strong Saboteur-type schema to maximize your efficiency. Finally, you cannot 
reapply ailments without limits. If the additional resultant duration is less than 
one-third of the currently remaining duration, then it is impossible to inflict the 
same ailment again until this condition no longer holds. 3 








These are available only when an enemy is staggered, and stack with similarly 
effective ailments (e.g. Unprotected with Deprotect, which induces a massive 
increase in physical damage taken), Pained and Foggy are essentially the sole 
method with which Lightning can inflict the corresponding ailments and are 


STAGGER EFFECTS 





Effect 
Unprotected | Physical damage taken +50% 


" = = 
Mogedanoettns$0% | 
Fire damage taken +75% 


Lightning damage taken +75% 


Stagger Power for all incoming attacks +50% 


Description 










Icon 














applicable only to specific enemies. Stagger effect durations, again specific 
to enemy and stagger type, are fixed. The modifiers conferred by all unique 
stagger effects are shown in the following table. 





Icon Effect Description 









Ailment resistance -50%; stacks multiplicatively with other modifiers 
Enemies may attack each other or help Lightning 


Incapable of action; can be removed before its natural expiration by being 
attacked, but the damage taken from that attack is doubled 


Oeo | 





























With that, we have covered the entire spectrum of status effects. Our wrap-up discussion of stagger effects transitions naturally into an in-depth look at perhaps 


the most critical system in the game. . . 
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To play Lightning Returns at the highest level, a thorough command of the 
stagger system is an absolute necessity. Against the toughest enemies, 
the most pertinent question in developing a battle strategy is essentially: 
“How can | stagger most efficiently?” After reading this section, you 
should be well on your way to the answer. 


Terminology references in this section are strongly linked to the Stagger 
Details tables found in the Bestiary chapter. We explain here all of 
the information presented in those tables, enabling you to make 
complete and holistic assessments of every enemy when consulting 
that chapter. 


Multiple Staggers & 
Stagger Levels 


Multiple Staggers: Many enemies can be staggered in different 
ways, leading to different stagger effects. The specific stagger induced 
depends on the conditions that were fulfilled to achieve it. The large 
dragons Zaltys and Zomok are good examples, each vulnerable to a 
standard stagger, and a secondary stagger that can only be triggered 
by a blow to the head. 


Stagger Levels: In addition to this, certain foes can be staggered 
consecutively by triggering a stagger while already staggered, In such 
cases, the first stagger is considered a Level 1 stagger. A Level 2 (and 
higher, if applicable) stagger is achievable only by staggering when 
the enemy is currently in a staggered state of the previous level. The 
most prominent enemy for which this is relevant is Aeronite, perhaps 
the toughest opponent in the game, who has four stagger levels and is 
essentially impossible to defeat unless you trigger all of them. 


Reaching the Stagger Point 


To achieve any sort of stagger for an enemy, you must accrue Stagger 
Power by performing abilities (see the Inventory chapter to check the 
Stagger Power of each ability) until you reach a hidden Stagger Point 
(revealed in the Bestiary chapter for each enemy type). 


The “Quick Stagger 75%” auto-ability, unique to the weapon Chaos's 
Revenge, lowers this threshold to three-fourths of its default value. This 
is the only possible way to change the Stagger Point. On the other hand, 
the Stagger Power of your attacks can be bolstered significantly by auto- 
abilities, as well as the Broken stagger effect, which is very useful to 
achieve higher Stagger Levels. Enemies also confer bonuses or penalties 
to Stagger Power for attacks of a specific type, as detailed in the Bestiary's 
Stagger Details tables (“Stagger Modifiers” column). Based on these 
modifiers, enemies can be immune to the Stagger Power of certain attacks, 
rendering them completely ineffective for this purpose. If multiple Stagger 
Power modifiers apply to an attack, only the highest one takes effect. 


The actual ability that causes a stagger enjoys an additional bonus of 
dealing triple damage to the enemy. The auto-ability of the Shadow 
Trooper garb boosts the base damage of that attack by an additional 50% 
Generally, this makes it preferable to stagger with very powerful abilities 
that carry high Damage Power parameters, such as a Beat Down finale (or 
better yet, Jump), Heavy Slash, or a strong spell 


Stagger Preservation 
(Stagger Time) 


Unfortunately, you cannot simply build Stagger Power whenever you feel like 
it and still hope to achieve stagger reliably. The hidden stagger counter that 
measures the accumulated Stagger Power (in other words, the amplitude of 
the Stagger Wave) is persistently updated in accordance with the inherent 
Stagger Decay value of the target (see the Bestiary to find out the value of 
each monster type). This is the sum of Stagger Power that is lost per second. 


To stymie reductions to accumulated Stagger Power, a secondary counter 
must be brought into play. This is the phenomenon of Stagger Preservation, 
sometimes denoted in-game as Stagger Time, which temporarily disables 
Stagger Decay and maintains your Stagger Wave for you when you face 
inconveniences such as ATB depletion or disruptive enemy attacks. Each 
enemy has a limit to the amount of Stagger Preservation you can build 
up: this is called Max Preservation in our Bestiary. For good measure, 
Stagger Preservation will a/so dissipate after a certain amount of time, as 
determined by the enemy's Preservation Decay value (the amount of 
Stagger Preservation points lost per second) 
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Summary of Stagger Parameters 


In short, to reach a Stagger Point and cause a stagger, you must build Stagger Power at a rate that outpaces the enemy's Stagger — * STASGER 


Decay. Often, it is necessary to use abilities with high Stagger Preservation to steady the Stagger Power you've accumulated. You 
can essentially maintain Stagger Preservation indefinitely, but the frequency with which you must add to the counter depends on the 
enemy's Max Preservation and Preservation Decay values. Our diagram below presents a visual summary of these concepts that 
should help you to make sense of how everything we've discussed comes into play. We use the examples of the Beat Down (high 
Stagger Power) and Blitz (high Stagger Preservation) abilities for clarity. 


STAGGER POWER 3€ 
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The speed of the Stagger Wave gives you information on the maintenance Here is an example of a battle sequence that correlates the abilities you 
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* However the amplitude of the yellow wave ) 
Stagger Modifiers specific to your current target. For example, the : 
Thunder spell has a limited default Stagger Power value, and yet it will 3 | Use Blitz stagger Preservation , 
trigger a yellow wave with high amplitude against the Miniflan enemy — e 
whose Stagger Modifier is x10 for Lightning-elemental attacks 
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yunt here. There these grades are less effective at 
characterizing abilities that can be strung together in a combo. Finales 
typically offer a substantial boost to Power or Preservation or both, so 
while the prolonged recovery resulting from performing them may initially 
m unattractive, tf 






efits usually outweigh this disadvantage 








This section demystifies the calculations of the Battle Score awarded after 
the adventure's most significant encounters. If you only need a very broad 
and simple explanation of the system, skip to the summary at the end 


Here are the threshold values corresponding to the minimum Battle 
Scores required to obtain all possible star ratings. These values are tripled 
on Hard Mode 





1 (minimum) 


5,000 kiA 
10,000 Lo 2. 
— 15,000 r2 
20,000 XXXX 
25,000 l KKKKK 
30,000 * 
36,000 ck 
Silver 42,000 XXX 
48,000 XXXX 
54,000 KKKKK 
60,000 KAA 
70,000 P$. 4 
Gold 80,000 b $$ 
90,000 XXXX 
100,000 kkkt 


The actual calculation is performed as a two-step process, first through 
the determination of a Basic Score, which is then adjusted based on the 
Battle Time to obtain your Battle Score. 


The formula for a Basic Score is 


100,000 + (2,000 + (1,500 x (HPc + EPc + Ic) x Mc)) x Rank 


* HPc (HP Coefficient): The fraction of max HP remaining at the end 
of battie (maximum value of 1) 


* EPc (EP Coefficient): 1 - (amount of EP consumed x 0.2) 
* Ic (Item Coefficient): 1 — (number of recovery items consumed x 0.2) 
* Mc (Mode Coefficient): 1 for Easy/Normal, 3 for Hard 


* Rank: A hidden value that functions as a general evaluation of that 
enemy's strength 


Only battles against Last Ones and bosses are scored. The complete list 
of Rank values is as follows 


1 Niblet C) 





2 Gremlin C), Gorgonopsid C) 

3 Goblot C) 

4 Rafflesia C) 

5 Goblin C), Skata'ne C), Hoplite C) 

6 Gaunt C1, Cactuar C), Desert Sahagin Q, Zaltys (Prologue) 

9 Skeleton Q 

Meonekton ©, Dryad C), Arcangeli C2, Miniflan C2, Schrodinger Q, 


“ Ectopudding C), Triffid C) Hanuman Q, Sugriva Q 
12 Noel Kreiss, Snow Villiers 

15 | Grendel 

16 | Reaver Q 


7 Parandus 


18 Earth Eater C), Snow Villiers«, Caius 


w 
o 
c 


21 | Gurangatch Q 
Chocobo Eater C) 


Cyclops Q., Zaitys Q, Zomok C); Dreadnought Q. Aster Protofiorian C), 
Noel Kreiss+, Snow Villiers++ 


22 

25 

28 | Chimera Q 
32 | Ereshkigal 
43 


Aeronite, Bhunivelze, Bhunivelze+ 
The formula for the final Battle Score is: 
Battle Score — Basic Score - (Battle Time x Reduction) 
Battle Time is in seconds. Reduction is based on Enemy Rank 


* 500 if enemy rank « 15 
* 300 if enemy rank = 15-29 


* 150 if enemy rank > 29 


On Hard Mode, your final score is tripled after this calculation in 
correspondence to the increased star rating thresholds 


Summary 


* You are expected to take significantly less time with enemies 
of lower Rank if you wish to achieve the maximum rating 
corresponding to a Battle Score of 100,000 or higher. 


You are expected to take even less time if you use EP abilities 
or recovery items. If you rely too heavily on them, you will be 
penalized significantly in the final calculation. Stocking your 
inventory with the most efficient recovery items, and thus 
minimizing the number of times that you use them, is clearly a 
smart move. 


If you are significantly below max HP, it is worth your while to 
top up your health with a recovery item right before the end of 
the battle. 


The highest achievable Battle Scores must strike a balance 
between pushing for a swift and merciless victory and exercising 
caution to avoid excessive consumption of resources. 
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Overclock 





At a cost of 2 EP, you can press (L2) /] to trigger Overclock during battle 
(GD). This initiates the Overclock meter, which drains automatically and 
rather rapidly 


By default, the meter consists of 30,000 points and depletes at a rate 
of 1,000 points per second. The Overclocking Manual and Overclocking 
Manual+ auto-abilities increase the starting value of the meter by 
2,000 and 5,000 points respectively 


* Time slows to 10% of normal for all enemies and enemy-related 
parameter effects, including movement speed, animation speeds of 
abilities, and enhancement or ailment duration (meaning that you can 
maintain a short ailment for a much longer period relative to Lightning) 


* Time does not slow for Lightning, which means that her enhancement 
and ailment durations are unaffected 


All of Lightning's abilities are executed more quickly and have 
faster recovery. Abilities consume the Overclock meter according 
to the formula ATB Cost x 160 points, which results in a maximum 
of 187.5 ATB with the default 30,000 point total (although in reality 
you have less than this amount due to the persistent depletion 
rate). The Maximum ATB parameter of your current Schema has 
no effect on this. However, you can use any ability as long as you 
still have points remaining. This means you can bring the meter all 
the way down to a tiny fraction, then finish the Overclock with à 
powerful ability such as Heavy Slash. The time dilation effect will 
not cease until the execution of the final ability. 


Lightning's ATB will be refilled across all Schemata after Overclock ends. 
* Overclocking has no effect on Battle Time 


As should be evident, Overclocking provides great benefits to you both 
offensively and defensively. It's effective as a way to facilitate brute 
force victories against otherwise tough opponents. Ideally, though, you 
should aspire to use it with surgical precision as a part of more calculated 
strategies in order to conserve EP for other functions. 





Army of One 


Pressing C2/ again during Overclock unleashes Lightning's ultimate 
attack, Army of One (GEB). for the cost of one additional EP. This ability 
is extremely powerful, but factors in the basic parameters of all three 
active Schemata in its damage calculation. It is also a Special-type attack, 
meaning that it ignores resistances 





The ability will always cycle through your Schemata in the same order, 
starting with the Schema that initially triggered the ability 


* BATTLE SCORE 





SCHEMATA ORDER 


There are four distinct phases: 
* Phase 1:8 hits (4 physical, 4 magic) in starting Schema 
* Phase 2: 16 hits (8 physical, 8 magic) in Schema 2 


* Phase 3: 24 hits (12 physical, 12 magic) plus a physical launcher in 
Schema 3 


* Phase 4: Physical finale in starting Schema 


Each of the 50 hits has a Damage Power of x0.50 (except for the finale, 
which is x20.00), Variation of 3%, a Cut of 95, and heals Lightning for 
1096 of damage inflicted (except for the finale) 


Using Army of One ends your Overclock, no matter how much of the 
meter remains. Therefore, unless you foresee a preemptive conclusion 
to the battle, the only sensible time to use Army of One is when your 
Overclock meter is almost completely empty 


Restorative Abilities 


As your inventory improves and you gain access to ever more 
powerful recovery items, the utility of restorative EP abilities 
diminishes rapidly. On Normal and Hard Modes, Curaga and 
Arise are simply not worth the EP cost (not to mention the 
resulting penalty to your Battle Score) when a single recovery 
item will suffice, Esunada is comparable but still inferior to a 
Mega Remedy, which confers an additional Veil effect. These 
abilities should be regarded as no more than a last resort 


Arise is worth highlighting for its unique mechanics 
Though it has an advertised cost of 3 EP. it is capable of 
revival whenever you have any amount of EP remaining, 
even if it is an infinitesimal fraction of the meter and not 
immediately visually apparent. The amount of HP it restores 
is directly proportional (as a percentage) to how much EP is 
remaining, with the benchmark of 3 EP corresponding to a 
full revival, and the minimum being 1 HP. 








Quake & Decoy 


These two abilities offer unique effects but are of limited 
practical use 


* Quake costs 2 EP It is a Special-type attack that 
deals one hit at a fixed damage of 9,999 (EB). It has 
a Cut value of 55, can launch the target and, most 
significantly, adds à whopping 1,000 points of Stagger 
Wave Preservation 





Decoy costs 1 EP. It summons a Moogle doll into the 
battle to draw enemy attacks (KI). The decoy has 5,000 
base HP. no special resistances, immunity to launch or 
disruption effects, and lasts until it is destroyed 
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Charge/Drain Abilities 


We summarize the parameters governing all “charge” or “drain” abilities (ones that incur a persistent change to ATB if you hold down the input 
button after the initial ATB cost) in the table below. 


CHARGE/DRAIN ABILITY PARAMETERS 
Abilities Charge/Drain Effect 
Light Guard, Light Guard+ -1 ATB per second 
Guard, Guard+ -3 ATB per second 
Heavy Guard, Heavy Guard+ 5 ATB per second 
NulAll Guard -5 ATB per second; Guard Resistance against elemental attacks +75% (multiplicative) 
Heroic Guard 60 ATB per second 
Steelguard -2 ATB per second; Guard Resistance «956 per hit taken (multiplicative) 
Mediguard, Mediguard+ 10 ATB per second (-7 for Mediquard+); heals 1.8% HP per second (1.2% HP for Mediguard«] 
ATB Charge +20 ATB per second {animation and effect persist for one second after releasing input) 
Charged Strike -15 ATB per second; +100% damage per 0.5 seconds, up to a maximum of 3,200% 


These ATB expenditure values translate to Overclock meter points in the same way as previously detailed. This makes ATB Charge a rather ineffective 
ability when Overclocking 


Cut and Keep 


Interruption and maintenance, corresponding to the 
parameters Cut and Keep, are vitally important in this game. 


Compared to Final Fantasy XIII and XIII-2, when you had three 
characters to sustain offensive momentum instead of one, 
it's much more important to avoid interruptions in Lightning 
Returns. Cut values also tend to be higher across the board 
and enemy Keep values rarely change after staggering (as 
they did in previous titles). Therefore, you must plan and 
react accordingly or run the risk of stalling your offensive. 
In the worst cases, a serious mistake could lead to a 
significant setback, such as the complete dissipation of a 
Stagger Wave, or being launched during an enemy combo. 
This is why diligent guarding and, with certain aggressive 
opponents, the Vigilance effect are so important. 


Interestingly, recovery items and EP abilities can be 
considered as emergency options to avoid interruptions, 
as they boast Keep values of 90 and 100 respectively. 
Obviously, you should not use them solely for this purpose, 
but a well-timed buffing Potion, for example, can help you 
maintain your stance during a strong enemy attack and 
prime you for a devastating counteroffensive. 


DISRUPTIONS 

Disruptions against susceptible targets occur only when 
damage is taken and Cut exceeds Keep. The specific disruptive 
effect observed depends on the ability used by the attacker. 


e Launch (IJ) is common to certain physical abilities 
and numerous strong spells. Many abilities can also 
juggle to keep a target airborne after launch, even if 
they themselves do not have a launch property. 


Knockback (CB) is a near-universal property for all 
abilities. Grounded targets experience a friction modifier 
that halves the distance an attack pushes them back, 
but if an attack has both launch and knockback, the 
target will be thrown away. 


Knockdown (ŒE) drives the target into the ground. 
Jump and Smite are examples of abilities that carry this 
effect. 


* Pull draws a target closer to a specific area, usually to 
set up a much stronger attack. 


GOLDEN DAMAGE NUMBERS 


Aside from modifiers to Cut and Keep via status effects or 
auto-abilities, there is a hidden threshold related to damage 
susceptibility that frequently enables you to take advantage 
of elemental weaknesses and induce interruptions. If you pay 
attention to damage number displays on-screen, they actually 
change size and can turn golden D) when net damage 
multipliers exceed 20096, in which case the Cut value of that 
attack doubles. In practice, this means that on occasion, you 
can inflict either Deprotect or Deshell in conjunction with 
Imperil on an enemy, doubling the Cut of all of your elemental 
attacks, and therefore interrupting your target more often. 


As an illustration, suppose you begin a battle against 
Desdemona (10096 physical susceptibility, 12096 Lightning- 
elemental susceptibility) with an Auto Enthunder effect. 
If you inflict both Deprotect (43396 physical damage) 
and Imperil (+50% elemental damage), the resultant 
susceptibility to Lightning-elemental physical attacks 
becomes 133% x 170% = 226%. Using Attack will now 
produce golden damage numbers and interrupt Desdemona 
due to the doubling of the Cut value. 
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Positional Control 


DAMAGE BONUSES 

The battlefield is defined dimensionally in terms of meters 
Certain effects in battle are dependent upon Lightning's 
position relative to the enemy. 


* Positional Bonus/Blindside: |f your angle to an 
enemy's frontal plane is 90 degrees or greater (which is 
considered as being "behind" the enemy — €), you'll 
obtain an additive 2096 bonus to damage. If you have a 
Swift Rapier equipped, regular physical attacks will also 
transform into the Blindside replacement ability, which 
provides an additional x1.2 modifier to the first attack 
of a combo 


Hand-to-Hand: A feature of the Enlister's Gloves, this 
provides a bonus to damage when the enemy is within 
2.5 meters. All physical attacks except for Artemis's 
Arrows have a maximum range of less than this value, 
so this will virtually always be triggered if you use 
physical attacks. You can also certainly cast spells up 
close, although doing so pushes Lightning backward 


Sniper: A feature of the Sniper's Gloves, this provides a 
bonus to damage when the enemy is beyond 5 meters 
This is actually very easy to trigger if you use Lightning's 
actions as a general indicator of distance. The backstep 
that she performs at the beginning of a normal spell 
chain will push her back roughly 2.5 meters (€). We 
refer to this action as “first-casting”. If you first-cast 
twice in rapid succession, you will be far away enough 
to obtain this bonus, regardless of how close you were 
to the enemy. Note that the backstep is not the same as 
the backflip she performs when casting a finale 


MOVEMENT AND EVASION 


You can move around freely in battle with @, but this 
is generally not recommended. If you want to close 
the distance between you and the enemy, simply 
using a physical ability is overwhelmingly preferable 
to approaching manually. Lightning's walking speed is 
1.8 meters per second. By comparison, when you use a 
physical ability, she performs a dash at a speed of close to 
20 meters per second 


There are certain abilities that enable you to move around 
much more efficiently. Perhaps the best example is Evade, 
which results in a backflip if invoked neutrally, but turns 
into a dodge-roll in any direction if you simultaneously 
tilt (8 forward or sideways (SIM). This is by far the best 
way to invoke a positional bonus. Another (less effective) 
option is Fatal Sweep, which enables you to slide in any 
cardinal direction while simultaneously performing a 
modest attack with high Stagger Preservation. These 
actions are also obviously effective evasive maneuvers 
To time them properly, you need a substantial amount of 
technical precision that comes with repeated encounters 
and familiarity with enemy attacks 


Perhaps the most valuable evasive tool against large 
enemies with limited mobility (which characterizes the 
three strongest foes in the game: Aeronite, Ereshkigal, 
and Bhunivelze) is to "first-cast" repeatedly to the edge 
of the battlefield, placing as much distance as possible 
between Lightning and the enemy. This enables you to 
evade many powerful abilities with fixed ranges, such as 
Aeronite's Roar and fourth-tier elemental spells, as well as 
Ereshkigal's Grand Impulse 

















Action Input and Animations 


Broadly speaking, the animation of every attack Lightning performs can 
be split into four phases 


Initiation: Examples of this include the “first-cast” backstep or the 
longer first swing of a weapon at the start of a combo 


Execution: This is the key phase during which the action and effect of 
the ability is applied 


* Combo Window: An interval during which additional actions can be 
chained to the current one. If successful, the queued action occurs with 
no initiation phase. Note that this window does not exist for finales, 
unless a head accessory that enables multiple finales is equipped 


* Recovery: New action chains, beginning with a new initiation phase, 
are permitted after the expiration of the combo window and/or an 
additional cooldown period 


With this in mind, you can develop a better feel for the animation sequence 
of every ability and execute them with greater precision to achieve expert- 
level outcomes. For example, you can quickly cast Slow three times, 
hesitating for the briefest of moments between inputs to repeatedly invoke 
the first-cast backstep, "zoning" you out of Ereshkigal's Grand Impulse just 
in time while simultaneously inflicting the ailment 


IViliNU 6 

Perfect Timing is the art of linking offensive abilities in a combo by 
pressing the corresponding buttons with a precise tempo: either exactly 
as the previous physical attack strikes or as the prior spell is unleashed 
The Perfect Timing intervals are very, very short windows during the 
execution phase: 1/15 second for Punt/Whirlwind Kick, 1/6 second for 
finales, Feeders, and Slayer, and 1/10 second for all other attacks 


The Perfect Guard intervals for defensive abilities generally correspond to 
the 1/6 second before the "impact" animation of an enemy attack, such 
as the arrival of a projectile or shockwave (BJ). If your Perfect Guarding 
technique is well established, you can equip a weaker guard ability such 
as Light Guard against multiple-hit attacks such as Aeroga, and Perfect 
Guard repeatedly for the (perfect) timing bonus. This is more effective 
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than invoking persistent ATB depletion with a single continual usage of 
a stronger ability such as Heavy Guard, which may confer lower Guard 
Resistance against each hit despite lower overall ATB expenditure 


The Forsaken Tie arm accessory, with its Grace Period auto-ability, adds 
1/12 second to these values. Relatively speaking, this is a sizable bonus, 
but the sum total is still quite small. If you wish to make the most of every 
action, you'll undoubtedly need to acquaint yourself with these input 
windows over the course of many hours of practice. 





Finales often have special modifiers that offset their substantial animation 
recovery and combo termination effect (see our ability tables from page 
236 onwards), making them very effective 


Nevertheless, you may occasionally wish to alternate between multiple 
abilities of the same type to avoid finales to maximize the number of 
actions within a certain timeframe, for example Fire and Fira. This proves 
especially true when you Overclock and finales become much less efficient, 
even with increased animation speeds. The meter's persistent depletion 
means that you would do better to perform actions with as little recovery 
as possible. For example, a Light Slash that costs 5 ATB consumes only 800 
Overclock points, which is much less than the seconds' worth of meter time 
you would lose to recovery after performing a Heavy Slash 
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n the Schema Parameters sectior 


As previous! 


all abiliti 
have a hidden Priority parameter that leads certain actions to overric 
others. This enables you to cancel an initiated ability at any animation 
phase with one of a higher priority — an extremely useful defensive tool 
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as you can “guard cancel” out of an attack in response to an 
incoming enemy action that you know would otherwise disrupt 


By extension, you can apply this concept in a capacity that improves your 
general efficiency. Specifically, using a cheap Light Guard to eliminate the 
prolonged cooldown after a finale or le anding s a great way to sustain the 
offensn 


momentum of a 
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Blizzara retains all the parameters of your first Schema, meaning the spell 
will still deal pitiful damage and consume ATB from the first Schema 
In fact, the game considers your first Schema the active one until the 


ability's animation phase is complete, meaning the second Schema is 
standby; you can confirm this by observing the 


2 until the conc 
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ncreased ATB recovery | lusion 
Therefore, buffering is strictly a defensive maneuver in Lightning Returns 
The only parameters that can be buffered are the HP and resistances 
of the second S as these have no relation to your current ability 
execution. The most useful application is with the Locket Pendant or Soul 
of Thamasa and their respective upgrades. These head accessories carry 
auto-abilities that allow for two or three consecutive finales, making them 
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extremely powerful. In exchange, they confer a significant penalty to your 
maximum HP. In the face of an enemy attack, however, you can bypass 


imminent danger during execution of a second or third finale by quickly 
switching to another Schema and absorbing the hit with more HP (and 
hopefully greater damage resistance as well). This is particu 
in combination with Jump, which also has an extremely high Keep value, 
guaranteeing that you will not be disrupted during most enemy attacks 


either 
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Damage Calculation 


There are ten different factors at play during the calculation. Each one is 
detailed after the presentation of the formula: 


s AxBxCx(1+D+E&+F)x Gx H = Calculated Damage 
* Calculated Damage + | = Adjusted Damage 
* Adjusted Damage s J = Final Damage 


A) Damage Type Parameter: Strength or Magic as applicable to the 
ability used. Quake, 1000 Needles, and Ereshkigal's Meteor are the 
only abilities in the game for which this factor is irrelevant. 


B) Damage Power x (1— Variation): The multiplier of the ability used, 
subject to the abilitys inherent Variation, which is the maximum 
percentage of random decrease to the power. A Damage Power of 
1.00 with Variation of 3% means that the final value of this factor can 
be anything between 0.97 and 1.00. 


C) Effect Modifier: A multiplicatively stacking value that takes on the 
following values for the effects shown below. 


* Bravery/Faith on the attacker: x1.5 
* Debrave/Defaith on the attacker: x0.33 
* Target is Dazed: x2 


* Attack staggers the enemy: x3 


D) Technical Modifier: The sum of Perfect Timing or Positional 
Bonuses applicable to the ability used 


E) Attribute Modifier: The sum of all attribute bonuses conferred by 
auto-abilities to a specific ability — in other words, auto-abilities of 
the category "Ability Bonus" (see page 250 for details) 


F) Situational Modifier: The sum of all situational bonuses conferred 
by auto-abilities based on current battle conditions — in other words, 
auto-abilities of the category “Situational” (see page 250 for details) 


G) Damage Susceptibility: This is the net modifier applied based 
on the attacks type and element and the target's susceptibility. If 
more than one type/element applies, then the susceptibilities are 
multiplied together. If there are Stagger Modifiers in play, then these 
are also multiplied on top 


H) Guard Resistance: A Lightning-only factor that reduces incoming 
damage from enemies. This is equal to 1 minus the percentage value 
(which can be improved by Guard Efficiency and Elemental Guard 
auto-abilities). Special-type abilities such as Aeronite's Hellflare 
ignore this factor completely, except when you Perfect Guard 


LIGHTNING RETURNS. 
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1) Adjustment: A basic addition or subtraction from Calculated Damage 
There are only two possible values: a reduction from the Guard 
Defense parameter of a shield or an addition from the Fixed Damage 
auto-ability effect. If Adjusted Damage is not a positive number, then 
the target takes no damage and "GUARD" will be displayed. 


J) Damage Threshold Check: If Adjusted Damage exceeds a certain 
threshold, then it is the Final Damage. If it does not, then the Final 
Damage is 1. This check is performed only against Cactair and Last 
One enemies, with the following applicable threshold values 


DAMAGE THRESHOLD VALUES 


Opponentís) Damage Threshold 


Dreadnought © (both arms destroyed) 100 
Niblet Q, Goblot C), Gremlin C), Miniflan Q, Rafflesia Q, | 

Goblin C), Hoplite C) - 
Dreadnought €) (default), all other Last Ones 1,000 
Cactair 65,535 


Here is a sample calculation to show you just how severely all these 
factors can stack. The action sequence: Lightning has a modest 2,000 
Strength and uses Jump with a Perfect Timing bonus to stagger an enemy 


PRACTICAL CASE STUDY 


Factor Contribution 
Raw Strength + base Bladed 
A vs 5 
Lance 
Maxed Level 3 Beat Down 


x 1.20 x 4.67 (finale) x 1.14 (Jum 
B with Jump; assume no DARSI 





=6 
Variation loss 39 

ravery on Lightning; enem 
C Bravery 0 Lightning: enemy x15x2x3-x9 

is Dazed: attack staggers 

Ability Timing Bonus « Enfire, 
14D+E+F | Coldflame Droplet + Enlister's | x (1+0.20+0.20+0.20) =x 1.6 

Gloves 

Enemy has 50% physical 

susceptibility and 200% Fire — — — 
G —— x (0.50+0 33) x (2.00+0.50) = x 2.075 

suse ility, Deprotect 

nflicted; imperil inflicted 
H, Il, and J | None H=x 1;1=0; bypass J 


Final Damage = Calculated Damage = 2,000 x 6.39 x 9 x 1.6 x 2.075 = 381,866 
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Upgrading is available only on New Game+ playthroughs, making 
this section essentially irrelevant on a first playthrough. By 
understanding its principles, however, you will be able to plan 
ahead and make the right decisions from the beginning 
Upgrading equipment is one of the quickest 
ways to secure a marked improvement in 
Lightning's combat prowess. 


Upgrading 


This section analyzes the mechanics and strategic aspects involved in the 
process of upgrading equipment. You should use it in conjunction with the 


tables that begin on page 226 to fully pene 50 


UPGRADING BASICS 

Upgrading a weapon or shield is very easy to do: you select a piece of 
equipment, dump in as many available Components as you like (each 
granting one increment), and perform the upgrade to increase the item's 
parameter boosts. There are three "tiers" of upgrades. A fixed set of 
factors governs the upgrade mechanics of each tier 





Gil fee 20 50 100 
Costs Component consumed: weapons Mighty Material Sword Polisher Holy — 

Component consumed: shields Mighty Material Shield Polisher * —Ü Soul 
Strength/Magic increment +10 425 +50 

HP increment +100 +100 +200 

Stagger Power increment +1% +1% +1% 

Benefits ATB Speed increment zs P B 

Guard Defense increment 45 +5 +5 

Guard Resistance increment +19 415 +1% 
Auto-Abilities at Max 0-1 level 0-1 tevel 1 level 


The improvements of all parameters are incremental: for every upgrade you perform, a parameter is immediately increased by an increment 


The improvement of auto-abilities only occurs when you perform all of the upgrades in at least one tier. Some increase by one level per tier (for example 
"Status Ailment Damage +x%”); others have a single enhanced version (“Arsenal of One" becomes "Arsenal of One+”), which they reach with the 
fulfillment of all possible upgrades to that auxiliary effect 








UPGRADING STRATEGY 


Every weapon or shield that can be purchased at shops belongs to 
a category (such as “Long Swords”), though this is not immediately 
apparent in the game. All pieces of equipment within a category have the 
same upgradable effects, and are subject to the same maximum values 
On the other hand, they each have their own unique amount of possible 
upgrade increments 


This is the most important point to remember. For weapons and shields 
that you can buy, the limiting factor between selections within a category 
is not the maximum effect (once maxed at Tier 3, all Katanas have the 
same Strength, for example), but rather the total number of upgrades you 
can perform. Buying a more powerful base weapon enables you to start 
farther along the bonus gradient, but it won't necessarily get you farther 
in the end. 


The key number in assessing the upgrade potential of weapons and 
shields within categories, then, is the number of Unavailable Upgrades, 
which we have included in our tables in the Inventory chapter (see page 
250). This determines how close every fully upgraded weapon and shield 
can come to achieving this unattainable ideal. Surprisingly, the most 
cost-effective choices in every purchasable category turn out to be the 
cheapest weapon or shield. Often, the most expensive variants have 
marginally higher potential, but require an enormous initial investment 
of gil to purchase. Intermediate variants are universally inferior in this 
regard, and once you begin upgrading in earnest, to should feel free to 
sell off anything in this range 


UPGRADE PRIORITIZATION 

Since there is always at least one parameter that you have to sacrifice 
for a piece of equipment (that is, one that you cannot max because of the 
upgrade limitation), you have to think carefully about how to prioritize the 
upgrades you perform 


As a rule, it is recommended that you always upgrade in priority the item's 
key parameter (for example, Strength for a weapon wielded by a physical 
damage-dealer) and every auxiliary effect to maximum. Auxiliary upgrades 
tend to be fewer in number and provide bonuses that are much harder to 
acquire otherwise, so favoring them makes sense. The only exception to 
this is the Stagger Power penalty on Gagnrad and Double Deity, These 
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weapons are clearly not designed for staggering and to spend up to 25 
upgrades on this parameter would be a complete waste. 


Finally, it is worth noting that Tier 3 Components can only be dropped by 
enemies, while Tier 1 and Tier 2 Components can be painlessly purchased 
from Adventuring Essentials merchants, as long as you have the cash. If 
you're committed to performing many upgrades, you'll need to learn how 
to farm for Tier 3 Components efficiently (see page 297) 


Downgrading 


If you wish to revise your upgrades to a weapon or shield, or retire it 
altogether, you can use the downgrade feature to salvage a portion of the 


Components from your initial investment. The amount you receive follows * 


a simple rule: for every upgrade you wish to undo, the game runs a check 
at fixed percentages for every Component spent. These percentages are 
70%, 80%, and 90% for Components of Tier 1, 2, and 3 respectively. 
So while you should choose the base for your upgrades wisely, the 
refunds make downgrading fairly practical, especially with the relatively 
impressive retention rate for valuable Tier 3 Components. 


Ūpgrading Accessories 





When you open treasure spheres or defeat Last Ones during a 
New Game+ session where the reward is a head accessory of 
a type that you already have from a prior playthrough, you do 
not obtain a duplicate item. Instead, the head accessory in your 
possession automatically evolves into a more advanced version, 
as shown in the table on page 232 of the Inventory chapter. Each 
head accessory has two possible upgrades, and some of the third- 
tier incarnations are extremely potent. Once you have the final 
upgrade of a head accessory, any further acquisition will grant 
you a substitute gil reward. 


Arm accessories cannot be upgraded, and nor can you have more 
than one of each type. You will instead obtain gil or different items 
(usually nominal sums and low-value abilities respectively) as 
replacement rewards. 
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Synthesis & 
Level Boost Basics 


* Synthesis: All abilities span five levels’ worth of parameter boosts 
For physical and all (but one) magic abilities, you can synti 
copies of the same ability at the same level to increase the 
Power of one of them (the "consumed" ability being permanent 
You can keep doing this until you reach a level maximum — the ability 
is then marked with an icon (@), after which no further power increase 
at this level is possible. The Magnet spell, all defensive abilities, and 
ailment abilities do not have improvable modifiers per level and will 
always be marked with &. 











* Level Boost: These “maxed” abilities are ready for advancement to 
the next level via the Level Boost feature, which is either unlocked 


or earlier if you acquire your firs 





on Day 6 of 





Malistone from a Last One. To perform Leve s, vou alway 
need an appropriate Malist ymponent. For a complete table of 








;omponent requirements to Level Boost every ability, see page 252 
Leveling up your abilities improves their basic parameters, reduces 
their ATB costs, and (if applicable) enables you to perform more 
synthesis to increase power values until you reach another cap S 
The maximum level for all abilities is 5, and reaching the final synthesis 
ment at Level 5 changes the ability to Level * 
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Hard Mode, these costs will quickly pile up, forcing you to farm for 
substantial amounts of gil and prioritize enhancements for your most 


important abilities 





Synthesis Rules 
There are multiple factors that come into play whenever you synthesize 


two abilities together 
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lower cost. This simple rule will prove incredibly beneficial, as ATB cos 
can be significantly reduced for powerful abilities such as Heavy Slash 
Beat Down, or -ga spells 
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Whenever you synthesize 
existing auto-abilit 
auto-ability on its own. Every ability has a selection of availab 
abilities at each level, as shown in our tables from page 237 onwards 
In reality, the auto-ability you get can be one from either its current or 
previous level 





s, there ts a chance th 





t the result will sp 


ie auto 





There are two special types of auto-abilities: Chaos-Infused and Rare, both 


noted in the "SP" rows in our ability tables, and displayed in this order 






* Chaos-Infused auto-abilities can only be found on Level 5 abilities 
dropped by enemies in Chaos Infusions 


* Rare auto-abilities can only be synthesized from Level 4+ abilities 
that carry the same auto-ability, and "overwrite" it 


As you might imagine, these auto-abilities are extremely powerful and 
occasionally unique as well. Fully stacking your abilit 
Chaos-Infused or Rare effects will undoubtedly take hours upon hours of 
gameplay, but provides an incredible cumulative boost to your combat 
performance 
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If you synthesize an ability that carries an auto-ability with one that 
does not, the existing auto-ability will always be inherited. If you 
synthesize two abil the ability 
first will retain its effect other auto-ability disappe $ 
cannot synthesize new auto-abilities if you use abilities that already 
have auto-abilities. Rare effects are the only exception, as they 
supersede these rules and can be synthesized anytime, as long as you 
are at Level 4 or 5 
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Power Increment Bonus Chance 


Every time you synthesize two abilities with upgradable Damage Power 
values together, the resulting ability is superior (by at least one increment) 
to the higher power modifier of the two abilities that were fused 
Therefore, when you begin any Synthesis session in a Sorcery Shop, make 
sure to always include your most powerful ability in each operation. This 
minimizes the number of increments you need to reach maximum power 


There is a chance to invoke more than one incremental increase every 
time you synthesize. These are very rare events, but on occasion, you may 
luck out and essentially reap the benefits of multiple synthesis events for 
the cost of one. This concept is governed by the following calculation: the 
chance for n increment bonuses on an ability at a particular level after the 
first guaranteed power increment is its Bonus Chance value raised to the 
(n+1)" power 


For example, the Bonus Chance value for a Level 1 Attack is 30%, 
or 0.3. With each synthesis at this level, you are guaranteed an 
initial power increment of 0.05. Then, there is a (0.3)"* = 9% chance 
that you will receive 1 additional increment of 0.05, for a 0.10 total 
increase in Damage Power. This quickly decreases to a 0.27% chance 


for a second bonus increment (0.15 total power increase), and so on. 
Therefore, it is unreasonable to expect increment bonuses to occur 
with any regularity 


Chance 


pom tvt | tv2 | tv3 | Lw4 | vs 


30% 35% 





Hamesparka, Firestorma, Icesparka, lestorma 


Beat Down, all elemental physical abilities, Fire, Blizzard 
Thunder, Aero, Element, Elementa 


Flamespark, Firestorm, loespark, Icestorm 


Light Slash, Fira, Blizzara, Thundara, Aerora 18% 23% 
Punt, Fatal Sweep, Araa Sweep 12% 17% 
Flare, Chill, Surge, Tornado, Elementaga 11% 16% 
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Ability Planning and Management 


If you simply wish to complete the game once, then the Sorcery system, while useful, is not wholly necessary; it is perfectly viable to get by with 
whatever abilities are dropped by enemies, while synthesizing occasionally to obtain a power boost or an auto-ability. Upon graduation to Hard Mode, 
though, developing a robust and diverse array of optimized abilities is vital if you want to take on the game’s most daunting challenges 


You will need to farm large quantities of physical and magic abilities at al 
levels to be able to accumulate all possible reductions to ATB costs. For 
example, Heavy Slash has a total of 46 power increments spread across 
five levels; that means you have to synthesize many, many times (46, or a 
little less if you're lucky with Bonus Chances) to obtain an optimal version 
of this ability — and that's if you can stand to have only one! 


AA 3c 
Modes, your 


* Physical and Magic Abilities: On Easy and Normal 
mentality should be quantity over quality. This minimizes any need 
to complete further non-Hard playthroughs to obtain additional 
ower-level copies of your favorite abilities. Once you begin a Hard 
playthrough, you can simply Level Boost your cheap Level 3 abilities 
to Level 4 and synthesize them with new drops to retain your ATB 
cost reduction. If you find that you simply do not have the time or 
patience to do this for all abilities, prioritize the most expensive ones 
you wish to employ. Lowering the cost of Attack from 10 to 7 doesn't 
make as much of a difference as doing the same for Heavy Slash 
from 50 to 35 






* Defensive and Ailment Abilities: These two categories present 
much less of a headache, as there are no power increments to worry 
about. A single copy is all you need to reach the final level 


You can only carry up to 400 abilities at once. While this may sound like 
a lot, you'll likely find yourself approaching the neighborhood of this limit 
near the end of a first playthrough unless you are especially persistent and 
meticulous in selling or synthesizing your spoils 





* Physical and Magic Abilities: You should allot a large part of your 
inventory space to these, as they require many synthesis increments 
within a level before they can be Level Boosted 


* Defensive and Ailment Abilities: In general, feel free to sell off any 
low-level defensive and ailment abilities that you do not need to save 
up inventory space. One trick is to deliberately keep only the defensive 
and ailment abilities that do not have an auto-ability, and sell those 
that do. This way, you can Level Boost them, and then synthesize ther 
to trigger the appearance of more powerful auto-abilities than those 
available at low levels 





Synthesizing or Level Boosting abilities just to sell them is 
counterproductive. Sell prices are poor for all abilities except for the 
rarest ones, which you should never want to give up anyway. A few are 
only obtainable once per playthrough on Hard Mode 


Once you have begun Hard Mode, bring a stash of minimal-cost Lv.3 
abilities with you from your prior playthrough, repeating the same 
process to bring these abilities to Lv.5/* via Synthesis and Level Boost 
should pose no difficulty. You will thus end up with abilities offering 
both maximum parameters, and minimum ATB costs. However, these 
abilities will still carry low-level auto-abilities acquired during the 
process of maxing them. All you need, therefore, is to synthesize them 
one last time with equivalent abilities carrying the best auto-abilities 


There are three possible ways to approach this: 


* Lv.4 & Lv.5 Auto-Abilities: These are the easiest to get — they're 
found on Lv.4 and Lv.5 abilities, dropped by enemies on Hard Mode 
Consult our Ability Drops section and table on page 246 to identify 
the timeline days when each enemy type drops abilities at the level 
you're looking for. These auto-abilities are usually efficient and 
straightforward, but their potential is not always comparable to that of 
the Rare and Chaos-Infused variants. 


* Rare Auto-Abilities: These can appear during any Synthesis of Lv.4, 
Lv.5 or Lv. abilities that carry the same auto-ability. When they do 
appear, they supersede the existing auto-ability. Rare auto-abilities 
are extremely powerful and can make a massive difference in highly 
specialized setups. 


* Chaos-Infused Auto-Abilities: These can only be obtained on Lv.5 
abilities dropped by enemies in Chaos Infusions, which makes them very 
rare as well, Indeed, aside from exceptions such as the “Death Game” side 
quest (see page 119) and fights along the highways, Chaos Infusions are 
limited in availability. If you are insistent upon obtaining as many of these 
auto-abilities as possible, consider saving before clearing every Chaos 
Infusion and reloading if the result is not to your liking. Naturally, don't 
neglect to equip the Beggar's Beads accessory to double your chances. You 
should also aim to fill out the target's Libra information. A Bestiary entry 
with full Libra (designated by a check mark in the menu) confers a 20% 
increase to the chance that a dropped ability from that enemy will also 
carry an auto-ability. 


When you finally strike good fortune, you can then synthesize your desired 
result with the retained minimal-cost copy of the ability to complete the 
process and obtain an “ultimate” version of the ability. 


It goes without saying that you should save before conducting any important 
Synthesis sequence. If you run out of abilities to synthesize without 
obtaining a Rare auto-ability, simply reload and try again. 
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Summary 


Sorcery Shops enable you to create a “perfect” version of each 
ability. These combine the low ATB costs of abilities synthesized 
and Level Boosted from the ground up, with the best auto-abilities 
available only on high-level abilities. 


SORCERY STEPS 





Step | Description Details 
This requires you to 
Fully * Farm multiple copies of the ability at each level | 
synthesizing and | (see page 246 for a complete flowchart) 
Level Boosting 2 
“ 8 * Synthesize these copies until you reach the | 
an ability from level's cap ($) | 
| Lv.1 to Lv to p ar | 
reduce its ATB * Level up the maxed ability via Level Boost 
cost « Repeat this until you reach the final increment 
of Level 5. 
| 
| There are three possible methods: 
| 
* Lv.4 & Lv.5 auto-abilities are easy to obtain as 
| drops or via Synthesis, but they are not the most 
| powerful ones. 
Obtaining a * Rare auto-abilities can appear during any 
#2 _ highdevelauto- | Synthesis of Ly,4, Li orbc — 
ability the same auto-ability; they are extremely useful. 
| * Chaos-Infused auto-abilities can only be 
obtained on Lv.5 abilities dropped by enemies in- 
| Chaos Infusions, which makes them rare — but 
well worth the effort. 
| 
Synthesizing the | * Simply synthesize the ability featuring the high- 
#3 | product of the level auto-ability (from step #2) with your retained 
above steps minimal-cost copy of the ability (step #1} 
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INVENTORY ASSESSMENT 


To help you wade through the plethora of options for setting up your Schemata and developing a battle strategy, we now proceed to highlight the most 


effective and interesting selections in every inventory category. 


Garb 


Early in your adventure, locked abilities on garb are often easily superior 
to any customizable counterparts in your inventory, but as you steadily 
make more judicious use of Sorcery, you'll eventually outclass most 
locked abilities. After this transition occurs, ATB-related parameters, open 
ability slots, and auto-abilities become more important in determining 
garb value. Refer to our table on page 224 for details on garb parameters 
and availability conditions. 


EARLY-GAME 

* Velvet Bouncer: This snappy outfit, available in Yusnaan, is the 
premier physical-oriented garb during the early days of the adventure, 
with the useful Blitz ability and a great natural boost to Strength. 


* Ignition, Watery Chorus, Electronica, and Woodland Walker: 
These elemental-focused garments are of high priority upon reaching 
Canopus Farms in the Wildlands and should be favored over the more 
defensive options available in Luxerion. Since exploiting natural 
weaknesses is so important in the game, it's vital that you are always 
able to access any of the four elements. 


* Passion Rouge: Perhaps the single most useful starter garb, this 
ensemble, available just outside the Dead Dunes Station, comes 
prepackaged with the almost universally applicable Deprotect and 
Deshell ailment spells and some very useful auto-abilities. Combine 
this with the Femme Fatale rapier that you receive during the main 
quest in Yusnaan for a pure and powerful Saboteur setup. 


MID-GAME 

* Soldier of Peace: A garb that we would categorize as one of the 
most notable in the entire game, it possesses not one but two unique 
abilities. Shadowbind is the only way to inflict the Daze ailment aside 
from stagger effects, while Artemis's Arrows is effectively a faster, 
supercharged Heavy Slash with tremendous knockback, although it 
cannot be used in midair. Complete the "The Hunter's Challenge" side 
quest (see page 125) as soon as possible to get your hands on this 
outfit. 


* Purple Lightning and Blue Mage: These are very useful against Zaltys 
and Zomok respectively. The area-of-effect physical skills can trigger the 
huge stagger modifier against the heads of these enemies, enabling you 
to almost instantly stagger them with Flood or Lightning. Purple Lightning 
also offers enormous boosts to both Maximum ATB and ATB Speed. 
Paladin and Sacred Knight: Top-notch defensive garb. 

Hunter of the Wild: A good physical-oriented garb to use against 
groups of weaker foes; the Victor Drain auto-ability will heal you with 
every defeated enemy. 

Vengeance and Shadow Trooper: With their innate Beat Down 
abilities, you can pair one of these outfits with a Spear and begin to 
experiment with the staggering power of Jump. 

Déjà Vu: A powerful outfit for skilled, efficient players when employed 
in combination with Critical auto-abilities. 


Danse Macabre: A garb designed to target elemental weaknesses. Use 
it in combination with Imperil to trigger Sweet Spot as often as possible. 
Lautomne: An effective garb for staggering, with an ideally 
complementary auto-ability, Stagger Siphon, While the power modifier 
of its spells will eventually be eclipsed by those of your own abilities, 
the ATB costs are optimized at Level 3, giving this outfit significant 
lasting power. 


J 


* Splendid Admiral and Intruder: These two outfits should be 
purchased immediately when they become available. They enable you 
to trigger Bravery and Faith whenever you want for a large boost to 
your offensive power. By using their innate Guard abilities — or even 
better, Heroic Guard — you can drain your remaining ATB rapidly to 
accomplish this as and when required. 


* Cyber Jumpsuit and Quiet Guardian: These two seemingly 
insignificant early-day garments, when paired with either Preta 
Hood and Runic Ring or Ghostly Hood and Guard Ring, give you 
100% resistance to magic or physical attacks respectively. This can 
essentially make you immune to damage against the magic-oriented 
Ereshkigal and Aeronite (as long as you Perfect Guard Hellflare and 
stagger it from a distance), as well several physical-oriented large- 
scale enemies (Chocobo Eater, Earth Eater, Cyclops, Zaltys, Zomok, 
Reaver, and their Q versions). 


LATE-GAME 

* Equilibrium+: With its unique ability that doubles the ATB recovery of 
standby schemata, the upgraded version of Lightning's default garb is 
one of the best support-based options in the game. 


Heartstealer and Dragoon: These are the only two outfits to confer 
a bonus to Stagger Power. Therefore, you should obviously pair them 
with a Spear and either Beat Down or -ra elemental spells to maximize 
their potential. 


Martial Monk: This garb offers tremendous potential with Whirlwind 
Kick, which is to Punt as Artemis's Arrows is to Heavy Slash. Whirlwind 
Kick can launch even with its normal hits to set up an aerial knockdown 
finale and, if your execution is precise enough, its tremendous Perfect 
Timing bonus of 300% effectively quadruples your damage! 


Nightmare: Siren Slash, an attack with the animation properties of 
Light Slash, is a very interesting ability that inflicts a high-Accumulation 
ailment (one randomly of Deprotect, Deshell, or Imperil) on the enemy. 
The ailments have very low base duration, but you can essentially use 
one ability slot for three ailments by attacking repeatedly. Consider 
equipping a high-Magic weapon and inflicting the ailments of your 
choice just before an Overclock. 


OTHERS 

* Dark Orchid: The EP Vengeance auto-ability, while seemingly 
unimpressive and wholly inefficient as a reliable method to restore EP, 
does have a niche use. It enables you to revive endlessly as long as 
you heal (for example with Mediguard) and take one hit before getting 
knocked out again. The infinitesimal amount of EP that is restored is 
enough to permit an Arise that leaves you with 1 HP. 


* Ultimatus, Astral Lord, and Pallas Athena: These come equipped 
with Ultima, top-tier elemental spells, and Heroic Guard respectively, 
but are little more than novelties as you optimize your abilities. 


* Guardian Corps and Knight of Etro: If you have maintained save 
files from Final Fantasy XIII and XIII-2, you'll be rewarded with these 
themed costumes, which also happen to be blank slates with no innate 
abilities or special properties, giving you full flexibility in terms of 
Schema customization. 


* Miqo'te Dress: The dual-type damage property of Magic Slash 
makes it a deadly secret weapon against Aeronite, Ereshkigal, and 
Bhunivelze's final form. After you fully stagger these enemies and 
induce massive weaknesses to both physical and magic damage. this 
unique ability will enjoy huge bonus multipliers. 
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In the following table, we summarize the special properties or effects of garb-exclusive abilities 






Speed Slash Physical Amazon Warrior 


Quick Ruin White Mage 
Fast animations; quick recovery 
Rapid Fire Magic 
Black Mage 
Quick Freeze 











Magic Slash Physical and Magic Miqo'te Dres Dual properties; can stack multiple y. Fait protect, and 
Siren Strike Physica Nightm Ad € one randomly selected e peril: 50 
Lancet Ph Dre HP per hit (2% per hit duri 
Leaping Rush Physica Heartstealer Finale has knockdown é 
Shadowbind | Physical Soldier of Peace Added effect of Daze: 250/5s 
Darkness -5% HP per use 
Physical Dark Knight 
Ashura -5% HP per hit per use 
Flame and Flood Purple Lightning 


ning will approach the enemy as with a phys 





al 








Lightning and Wind Y Blue Maa xility's launch property are identical to those 
Slash ene IN 

Relentless Assault Siegfried First hit can launch; finale has knockdown 
Buster Ruin Magic Red Mage Unleashes a hovering, slow-moving Ruin blast 
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Weapons 


The parameter bonuses conferred by different 





weapons offer an easy way 
to distinguish one category from another. From these, we can extract a 
few progression-based tips 


e if r aro d 


mnmnvina 
you prov 


J 





recommend not any weapons nost of your 

playthrough, except for the cheapest variants in each category if 
you wish to experiment. You can acquire several respectable all- 
purpose wea ath Herald, Chaos's Revenge, and the 


three weapons 







ng the ping routes. Better yet 
obtain weapon drops ’ and Reaver as well 
as their Last One variants. With ‘these weapons, in addition to the 
aforementioned quest rewards, you can easily complete all tasks 
gh you may wish to invest 
Strength in preparation for 








* When you begin your first New Ga 
purchasing enough Mighty Materials anc 
the Ü J oword to their maximum Tier 2 
bonuses of 2,000 Strength and } Magic respect :tively This is a great way 
to jump-start your new adventure and should compel you to sell off any 
mid-range weapons you may have purchased on Easy or Normal that 


ne+ playthrough, consider 
Sword Polishers to upgrade 
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ie Ul dahn Blade and bru 











* Double Blade e particularly noteworthy, as the Strength -50% 
penalty that lies to y weapon of this type may have 
drawn your jit act, these weapons strike twice when 
you use certain physical abilities, which compensates for the 
penalty. Specifically, all aerial abilities (which are single-target 
attacks) except for Punt invoke this double-hit property. Although 

Strength b conferred by Double Blades 
| other physical-oriented weapons, this 
becomes less of an issue as you approach the 5,000 cap. In fact, 

Double Blades are capable of the highest damage output against 

single enemies, as they can bypass the cap thanks to the Strength 

penalty. If equipping a Double Blade results in 2,500+ Strength, you 
have essentially "cheated" the system, for the double-hit property 

results in a Strength modifier that is greater than 5,000 











* Double Blades purchasable from shops are also a great way to 
minimize the your Battle Score in tougher battles; you car 


f any kind if you master Perfect Timing with Precise 






forego healing 


HP Restore 396 


e When equipped with a 


of her 


ad 
ith hand motions. This 





Lightning will use it to cast spells inste 
JS g which she cast 
is a significantly faster execution and further justifies the usage of this 
weapon type to maximize Magic-based damage 















Shields 


As your combat proficiency grows, the HP bonus conferred by shields 
becomes largely insignificant, leaving ATB Speed and Guard Defense as 
the only relevant primary parameters. Naturally, shields that focus on one 
or both of these attributes become much more important 


* Light Shields offer the highest ATB Speed bonuses by far and should 
be a mainstay on all offensive Schemata. The Guard Efficiency bonus 
they provide is multiplicative and is therefore unlikely to offer you muct 
additional protection in a defensive stance 


* Tactical Shields are the best defensive option once you've grown 
accustomed to Perfect Guarding strong attacks with a standard guard 
ability. Interestingly, the Gridanian Sigil, which is a free reward if you 
complete the “Roadworks II” Canvas quest (see page 149), offers the same 
maximum Guard Defense and lowest number of unavailable upgrades 
as the best and most expensive Tactical Shield, Deicide. This makes the 
Gridanian Sigil easily the best overall selection in this category 


* Gauntlets and Mystic Shields have some secondary appeal on 
Hard Mode, when you can upgrade their Strength or Magic boosts to 
a maximum value of +500. This becomes less interesting when you 
reach the 5,000 cap solely through Lightning's innate Strength/Magic 
attributes and her upgraded weapons 


* Finally, the only reasonable application for Large Shields is not 
the large boost to HP but rather the Defender auto-ability. When 
upgraded to Level 3, Defender's +15 bonus to Keep can prove to be 
quite effective. Unfortunately, Large S also carry an ATB S 
penalty, which you have to offset with auto-abilities 








Accessories 
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The benefits of head accessories and arm accessories are self-explanatory 
once you familiarize yourself with the auto-abilities they provide. In this 
Short section, we highlight noteworthy items or combinations of great value 


* Locket Pendant and Soul of Thamasa: These head accessories 
(and their upgrades) reduce the Schema's HP but allow for multiple 
finales. They should factor heavily into any strategy aiming to achieve 
the fastest Battle Times or highest Battle Scores 


* Devil Earrings: Powerful abilities with high but optimized ATB costs 
such as Heavy Slash) benefit tremendously from tt 
once you have fully upgraded the Demon Earrings. Avoid pairing it with 


v-ATB abilities 





d accessory 





Uptimaily suited to cheapen the ATB cost 


* Sparrow Comb: 


4 







e-dealing tasks, this accessory comp 





focused on inflicting ailments and defensive 


* Angel's Headband: The ability to heal wi 
attractive option on a Schema wielding 


guard abilities 





* Elemental Jewels and Bangles: This combination of head and 
arm accessories can render you immune to a specific element, thanks 
to the additive stacking of these bonuses. While notable, this overly 
defensive setup should not be relied upon for efficiency 


* Highwind Charm: In its ultimate form, the Falcon Charm provides 
a ludicrous boost to ATB Speed that can easily offset any related 
penalties introduced by other parts of a Schema 
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6 Two brief points highlighting specific physical and magic abilities 
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DEFENSIVE ABILITIES 


* Each standard Guard ability can be useful in specific circumstances. 
As a general rule of thumb, Heavy Guard is beneficial early on in the 
game as it offers a strong defense. Later on, once you master the art of 
Perfect Guarding, low-ATB cost abilities become more cost-effective. 
Heroic Guard is a special case, as it offers several unique benefits and 
Strategic options. 


* Though handy early in the game to heal, albeit very slowly, Mediguard 
becomes enormously inefficient once better options are available. 


* Evade has interesting applications, making it possible to avoid 
damage completely against enemies that favor physical attacks. In 
such encounters, a heavily evasive style is quite effective if you are 
adept at perfectly timing Evade, which actually rewards you with a 
regain of 20 ATB! This technique is particularly useful against long 
multi-hit attacks such as Chocobo Eater's “Chef's Secret". 


* While mostly novelties, Counterblow, Counterspell, and the attack 
triggered by the Revenge Guard auto-ability can occasionally be very 
useful. These abilities sport a non-trivial Stagger Power value of 30 
(Counterblow and Counterspell also have 40 Preservation) and can 
invoke large stagger modifiers in specific situations corresponding to 
enemy actions, such as when Zaltys and Zomok perform bite attacks, 
exposing their heads to reprisals. 


Recovery Items 


* The value of elemental Potions should not be understated. There are 
really no other ways to sustain these effects for the duration that these 
recovery items offer by default; against elemental weaknesses, the 
boon to your offense is massive. When the time comes to face Aeronite 
and Ereshkigal, you should always have one of these handy to retain 
the possibility of incurring a massive damage boost by inflicting Imperil 
and using the item at the right time. 
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AILMENTS 


As we have stressed, Deprotect, Deshell and Imperil warrant 
automatic consideration in any Schemata set for their almost universal 
effectiveness. Their defensive analogs, Debrave and Defaith, are 
useful if you find yourself underprepared against a strong enemy, but 
lose their value once your parameters are sufficiently high and your 
strategy thoroughly optimized. 


Poison becomes more powerful as you Level Boost to improve its base 
duration, thus reducing the frequency with which you have to refresh it. 
The persistent depletion of an enemy's health is a great supplementary 
tool to have in designing your offense. Curse helps against enemies 
that are prone to interruptions after infliction. Slow can be a welcome 
addition to reduce the frequency of enemy attacks, though this isn't as 
important once your ability to guard (and, even better, Perfect Guard) 
is high enough. 


The Disaster spell inflicts the following five ailments, each with 
Accumulation and base Magic Effect Time of 110/20s: Debrave, 
Defaith, Deprotect, Deshell, and Curse. It has limited practical 
usage given the low Accumulation values, high ATB cost, and the 
fact that you cannot obtain it until you achieve victory over Aeronite 
on Hard Mode. 


To a lesser extent, this also applies to Vigilance Potions. Invoking 
this enhancement for five whole minutes can essentially make you 
uninterruptible. 


If your primary concern is Battle Score, then generally it's much better 
to avoid using Curaga or any recovery items at all to restore HP, relying 
instead on auto-abilities and tufts of Phoenix Down to revive yourself if 
you do fall in battle. See page 270 if you need a refresher on how Battle 
Scores are calculated. 
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Even a cursory reading of all previous sections in this chapter should 
reveal how pivotal the numerous modifiers and parameters used in 
Lightning Returns are. Simply attacking an enemy, even with powerful 
abilities, might enable you to defeat the weakest foes in the game, but it 
won't get you much farther than that 


Of course, this doesn't mean that you have to make complicated 
calculations to ensure that you take all factors into account and process 
them in real time whenever you face a monster. All you need is to acquire 
an instinctive understanding of the tools at your disposal, and how you 
can make use of them efficiently in any given situation 


As a (simplified, but useful nonetheless) synthesis of all the in-depth 
mechanics described so far, here is a breakdown of what your priorities 
should be at the beginning of all but the most uneventful batties 


* Inflicting Ailments: An all-important step to weaken your opponents 
and ensure a decent damage output for Lightning. Deprotect. Deshell 
and Imperil are spells that you should be casting in almost every 
encounter, all leading to substantial damage modifiers in your favor. 


* Staggering: Breaking your target's defense should be your goal in 
all battles, barring those against insignificant foes. Staggering has 
multiple beneficial effects for you, from additional damage modifiers 
to stagger effects hampering the enemy. Occasionally, you may also 
wish to delay infliction of ailments against enemies that are especially 
resilient until they have been staggered. 


UICK SUMMARY 





* Dealing Damage: Once your target is staggered and ripe for a beating, 
it is time for you to unleash your most powerful abilities, which will 
benefit from the various modifiers you have triggered so far (which you 
can further amplify by buffing Lightning with status enhancements just 
prior to the damage-dealing phase) 


Of course, this is a theoretical description of the ideal battle flow 
In practice, it must be adaptive in response to many factors that 
work against you: Stagger Decay, ATB depletion, defensive duties 
against enemy attacks, the transience of status effects, and so 
forth. In addition, there are many tasks that you have to complete 
outside battles to fully optimize Lightning's potential. This includes 
securing the best garb, improving abilities via Sorcery, and upgrading 
weapons and shields in Forges (a feature exclusive to New Game+ 
playthroughs) 


Nevertheless, the three above priorities are the cornerstone of the battle 
system in Lightning Returns. Base your strategies on them and you are 
almost guaranteed to attain maximum efficiency in every single enemy 
encounter. The best way to do this is to specialize your three active 
Schemata accordingly — with each Schema dedicated to specific tasks 
within its respective "jurisdiction" 


Indeed, by deliberately creating Schemata whose parameters are 
enhanced specifically with a predefined "role" in mind, you can 
tremendously optimize your overall effectiveness — which leads us 
neatly to 





ROLES & CHARACTER SPECIALIZATION 


If you've read the previous sections in this chapter, you now know how the 
multiple factors and modifiers used in the game play a major part in your 
battle efficiency. The best way to take this into account in actual practice 
is to define specific “roles” for your Schemata, specializing them for very 
specific duties, and then enhancing only those parameters or abilities 
required for the tasks they will be employed for. An obvious example 
is that there is no point whatsoever in increasing the Magic stat of a 
Schema that focuses on dealing physical damage. 


Staggering Roles 
































RAVAGER 
Slots Schema Setup Notes 
8 Electronica (or any other of the four * You can start using this staple setup very 
elemental outfits from Canopus Farms) | early in the game. All low-tier elemental 
| spells can be obtained easily from 
Y Any weapon with strong Magic Gremlins. Your priority is then to obtain 
| the -ra version of each elemental speil 
Q Any Light Shield or Mystic Shield for their superior staggering potential. 
"us : * With all four elements in your arsenal, 
Be Magician's Token or Imp's Crest you can exploit any and all enemy 
: weaknesses. 
SQ Sniper's Gloves 
®/Q fe 
@/69 | Blizzard 
= | 
Q/Q | @ Thunder: | 
me a f 
69/Q Awo 
DRAGOON 


Schema Setup 





e The key aspect of this setup is the 
combination of the Jump auto-ability 
with the Locket Pendant/Necklace, 
which enables double/triple Jump. 


* The sheer Stagger Power of repeated 
Jumps, combined with the increased 
stagger capability of Dragoon or 
Heartstealer, makes this the ultimate 
staggering setup, 

* With superior reaction speed and timing, 
| you can use Evade as an effective 
spacing tool against enemy physical 
attacks, avoiding damage to your low- 
HP setup 


I 
2 Dragoon or Heartstealer 





Any weapon with the Jump auto-ability 


Any Light Shield 








Locket Necklace (or Locket Pendant) 





OPO 


Any 





@/@ | @ Lancet or Leaping Rush 


@/@ | Evade (@ Heartstealer) 











© /® Elemental physical attack 
® /® Beat Down 
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This section offers you a selection of possible role setups, each 
category beginning with a Schema that you can start building at a very 
early stage in the game, on Day 1 or 2. If you have played either of the 
previous Final Fantasy XIII titles, you should immediately recognize 
some of the terms we use. Of course, you should feel totally free to 
use our suggestions as a launching pad for devising your own Schema 
designs. 


SMART BOMB 
Slots Schema Setup Notes 
7 * Very effective for general use once you 
R | — | have access to the prescribed garb, 





this Schema enables you to alternate 
between elemental spells if you wish to 
avoid finales and also inflict important 
secondary ailments as you are building 
toward stagger. 


eln the event that an opponent is 

| resistant to both Lightning and Wind, 
as is the case with the Chimera, you can 

— swap in the Urban Outlaw garb, which 


Y | Chaos's Revenge or any weapon with a | 
| bonus to Stagger Power 


© | Any vig srie 








Be Silk Scarf or Soul of Thamasa/Minwu 


D | Sniper's Gloves 


























— | eR 
o/6 | Slow or Poison |. is not particularly useful. 

6/6 pes 

®/@ | Brerora 

MALEVOLENCE 


Notes 


Schema Setup 





|. Synthesize the rare Grand Wizard 

8 | Dragoon | auto-ability on your -ga spell and do 

[ ] not reduce the ATB cost of Elementa (a 

Sx | Bladed Lance (max Magic) single drop from Arcangeli Q suffices). 

[ TNE The Falcon Charm or its upgraded 

variants will help to recover quickly from 
——| large ATB expenditures. 


* After staggering, you can inflict Imperil 
and begin employing the optimized -ga 
spell to use this as a secondary damage 
Schema. This has the additional benefit 








(Q) | Any Light shits or Mystic Shield 
N | Sniper's Gloves 


— — — — — A 











| Lancet of obviating the need for an ailment slot | 
6/0 |g _| on another schema. | 
@/@ | Any -ga spell (with Grand Wizard) | «Toy pairing this with the Elementalist, 

| j Tetra-tlementalist, or Elemental Wizard 
Q/Q | Hemera setups. 

+ 


| | | 
‚® /@ | imperi tor any other important ailment) | | 

















OVERCLOCKER RAVAGER 


Schema Setup 











* Your Strength and the damage you deal 
Heathaaa are irrelevant here: all that matters is 
that you can chain hits with high Stagger 

Bladed Lance Foie Overclock. igh 
«The Bladed Lance offers multiple 


MASA advantages to this Schema: extra 


Stagger Power, the Jump ability, and 
additional Overclock time. 





Locket Necklace (or Locket Pendant) 





Q 8? O 2 98 


Any 

@/@ | @ Leaping Rush 
8/0 | Atri 
O/O | teat Dom 


R) /Q | Elemental -strike attack 
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Damage-Dealing Roles 
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COMMANDO ARTEMIS 
Slots Schema Setup Notes Slots Schema Setup Notes 
et Ba | «You can use this setup in the early | Soldier | «This setup is all about raw Strength | 
R pm game to deal heavy damage. Prioritize R E gem 7 | power Artemis's Arrows being one of 
equipment that offers bonuses to | the most potent attacks in the game 
(Ame Sven í Any Katana (Hard Hitter) 
S Strength for optimal results. | X — | e Mdeally, you need your Maximum ATB to: | 
oO | any Lh Shall or Gorte * Do not underestimate the efficiency of oO Any Light Shield or Gauntlet | be at 200. This enables you to launch | 
physical elemental attacks. especially | - — zx Shadowbind {to cause Daze) and 
after inflicting imperil Demon Earrings, Warrior Hunter's or | Artemiss Arrows for optimal damage 
Be | ers Eon or Wolfs aten E 9 falcon | especially if you are lucky 
KE ENEN — — 
= | steal offensive buffs from your enemies | = z ity on Heavy Slash 
6/0 rm with Heavy Slash. | | @/@ | Dshadontind 
Q/ ^ | @/@ | ATB Charge | 
| ©/@ | Heavy Stash | | G/@ | Heawy sah 
@/ | Serent price! attact | (9/0 Elementai physicai attack 
MONK OVERCLOCKER COMMANDO 
| | *This setup makes use of the lw | | — * This setup specializes in dealing damage 
[evt | ATB cost of Punt to wigger multiple — during Overclock. The Strength penalty | 
| Whirlwind Kick finales. with the added È from the Double Blade is counterbalanced 
«x [A Kataris Band Hinar benefit of potentially interrupting or Any Double Blade [ideally Double Deity) |— p tha fact that it deats wo hits 








9 Any Light Shield 


launching your target. If you master the 
art of Perfect Timing. this is a very potent 





Be Locket Necklace (or Locket Pendant) 


| 
isig 





® | — Gloves 





| @/@ | Punt inigh-ievel) 





Blitz 


0/8 








(oos 


| 6/6 
2/0 gymen 











* You can chain multiple hits at a very | 
fast pace during Overclock, altemating 
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© yug snid 
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SLASH & BURN 


BR —— 


* This physical hybrid Commando/Ravager 
setup will enable you to stagger with the 





J peo — 


| Jump ability, thus enjoying a massive 
14.5 damage modifier thanks to Shadow 





Any Light Shield 


I: 


| Trooper 
| «Once. the enemy is staggered, use 





ks Be | Locket Necklace (or Locket Pendant) 


your elemental physical attack to 
cause damage after an application of 





Q | twisters Gives 


@/@ | Dae: Down 





—1 ability is particularly potent 


Deprotect and imperil with another 
Schema. Elemental Chaser on a -strike 


* Consider synthesizing the Committal 





9/Q ^ 
0/6. Beat Down (high-level) 








auto-ability on your customizable Beat | 
Down and retaining its base ATB cost 
of 40. This provides valuable buffs for 





(8/8 — physical link 


TETRA-ELEMENTALIST 






Schema Setup 


R 





| Yp | Anr Statt (Strong Fnolel 








Fighter's Emblem or Wolf's Emblem between attacks to avoid finales. 
| * To further augment your damage output, 
Enlister's Gloves synthesize the Elemental Chaser auto- 
P ability on your -strike ability for usage 
|®/0 Ba: against an elemental weakness 
Q/Q Attack 
A 
O / O | ight Siash 
| @/Q | Elementai -strike attack 
ELEMENTALIST 
Slots Schema Setup Notes 
Macabre * Having access to both physical and magic 
R |n | elemental attacks means that you remain 
efficient whatever the resistances of your | 


Any balanced weapon 


$ 


enemies. This is why you should try to 





Any Light Shield 





boost your Strength and Magic equally 
-| + Danse Macabre's Sweet Spot makes 


effective, especially after an application 





Elemental Bracelet 


b 

2 = 

Be Coldfieme Droplet or Thunderstorm Droplet | YOu elemental attacks even more 
& 3 


4 


of Deprotect, Deshell and imperil 





45/0 | Panes 


* Your elemental -strike should carry the 
rare Elemental Chaser auto-ability. This 
results in large damage bonuses when 





accessory 


86/0 Elemental strike corresponding to Droplet 


you continually altemate your -strike 
with Attack or Light Slash. 

















any alternate physical Schemata in your @/® | Attack or Light Slash 
repertoire heee beed 
| Q/Q | eso 
FIRE WIZARD 





* The Soul of Thamasa/Minwu enables 
you to perform multiple finales in a row. 


T| each enhanced by the Strong Finale | 


| effect trom both the Staff and a rare 





CD | Ar vint Shield o Mystic Shield 











synthesized auto-ability on the -ta spell 


| * The Element or Elementa spell enables 
you to hit your target with all —* 
simultaneously, If Imperil is 
most enemies will become an to 
at least one element, and at worst 








®/0 re i 
(8/0 | Av ^a elemental spell 
| 6/0 | Element or Elementa 


resistant to one or two. which is still 
effective 


Le With a maxed Magic stat, this setup can 


dea! tremendous damage | 





(8/0 | Brezan 


| R | Shadow Trooper « This highly advanced mage seeks to 


deal grievous Fire damage in conjunction 





| Xs Docss ner raus Hop 


| with a Ravager. Soon after the Stagger 
Wave tums red, switch to this Schema 





© | Ay ght Selo Mise Sl 


| and unleash Flare for a guaranteed | 
damage multiplier with a staggering 




















| blow, Be sure to inflict Deshell and 
=| Coldfeme Droplet (or ey Infero) Imperil, and perhaps add some Stagger 
Preservation beforehand. 

| fpi nte OMA | « Fire and Flare should each carry a Fire- 

— a | Attribute Attacks +x%  auto-abüity 
Mes Firaga is used for its Grand Wizard rare | 

| E = ^| auto-ability, further boosting the power 

/Q/O me of Flare 

z * You can set up an analog of this Schema 

| 9/0 | Firaga tor any of the other three elements. Note 

[ B that Flare, Chill, Surge, and Tornado 

2/0 Flare | increase in power as your HP decreases 
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Defensive & Support Roles 
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Passion Rouge 

Femme Fatale 

Any Tactical Shield 

Magician's Token or Imp's Crest 
Any 

O Deprotect 

Guard 

ental spell 


@ Deshel! 


Sacred Kmght 

Chaos's Revenge 

Gridanian Sigil 

Angel's Headband 

Lucky Dice 

Light Guard 

Heavy Guard or Heroic Guard 


@ Defensive Strike 


An ailment spell 





Equilibrium 

Any weapon with the Jump auto-ability 
Gridanian Sigil 

Sparrow Comb 

Tenacious Ring 

Blitz 

Heroic Guard or Heavy Guard 

fi Arac 


Beat Down 


* This staple Schema can be created very 
barly in the game after a quick visit to 
the Dead Dunes to acquire Passion 
Rouge 


The Schema is in charge of both 
defense and inflicting ailments to the 
enemies. The addition of an elemental 
spell enables you to make it an "off" 
Ravager too, enabling you to maintain 
a consistent assault when there is no 
great need to guard or re-apply debuffs 


Prioritize boo 
Magic st 


duration 


ts to your ATB Speed and 
(which will increase the 
f ailments) 











Use Light Guard against weak attacks, 
and a stronger guard against powerful 
attacks. All will contribute to healing 
thanks to the Angel's Headband 


Equipping Chaos's Revenge enables you 
to stagger with Defensive Strike when 
you've reached 75% of the enemys 
Stagger Point 


Having an siment spell helps to 
complement a Saboteur Schema 


* Equipping the Sparrow Comb means that 
your abilities cost less in terms of ATB, 
but that the damage you deal is limited 
However, this does not matter, as this 
is chiefly a defensive setup meant to 
maintain the Stagger Wave while you 
wait for the ATB gauges of standby 
Schemata to refill 





Splendid Admiral or intruder 


Any Rapier 


Gridanian Sigit 


Warrior's Plume 


x 
& 
Ọ 
R 
S 


@/@ | Deprotect or Deshell 
9/6 | Dua 

O/® | Elemental spell or Heroic Guard 
&/Q | imperi 


MATADOR 


Tenacious Ring 





R Paladin 

Sx Any Cursed Rapier 

oO Gridanian Sigil 

Be Cursed Band or Warrior's Plume 
SQ Tenacious Ring 
®&/0 ra elementa! spell 
@/ | @ Heavy Guard 
6/0 | imperil or Slow 


O /O | Deprotect, Deshell, or Poison 


SURVIVOR 


Slots | 

2 Dark Orchid 
Y Any Cursed Rapier 
Q Gridanian Sigil 


Be Warrior's Plume or Cursed Band 


® Tenacious Ring 


@®/@ | Heavy Guard or Heroic Guard 
& ie Mediguard 

O/O ua 

60/QG) | imperil or Deprorect 


Schema Setup 


LIGHTNING RETURNS. 


FINAL 


* In this variant of the Saboteur, Lightning 
can trigger Bravery or Faith by emptying 
her ATB gauge and changing Schemata 
This can be accomplished efficiently 
by guarding repeatedly to deplete the 
entire bar 


* This setup can also help as an “off 
Ravager with an elemental spell 
enhanced by Imperii 


© If you opt for Heroic Guard instead, this 
enables you to refresh your buff almost 
instantly by emptying your ATB, while 
providing very strong defense 


Notes 


* This advanced version of the basic 
Saboteur role utilizes the Paladin garb 
which gives you access to a powerful 
and cheap Heavy Guard, as well as three 
free siots, offering you a lot of flexibility. 


* With this Schema, inflict powerful key 
ailments against your targets, tank ail 
enemy attacks, and contribute Stagger 
Power in all other situations 


Notes 


+A risky setup that enables you to 
revive endlessly as long as you heal 
with Mediguard and take one hit 
before getting knocked out agam 
The infinitesimal amount of EP that is 
restored is enough to permit an Arise 
that leaves you with 1 HP. and thus to 
repeat the cycle endlessly. 
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— SCHEMATA SETUPS 


Even the best role taken individually is worth very little if you don't have two complementary Schemata to accompany it. Composing balanced 
sets of three Schemata is key to obtaining the best results. This section offers suggestions of setups that can prove reliable and efficient at 
various points in the timeline, or in specific situations. 


All-Around Schemata 


__J 


The following Schemata combinations are one-size-fits-all setups. They can see you safely through most quests and dungeons, requiring only 
very minor adjustments when you change regions. If you use elemental attacks, for example, favor Wind-imbued abilities in the Dead Dunes, 
Fire-imbued abilities in the Jagd Woods, Lightning-imbued abilities in Luxerion's Forsaken Graveyard... and so forth. These undemanding 
tweaks aside, you won't ever need to entirely rearrange your Schemata until you face one of the adventure's strongest bosses. 








ALL-AROUND SCHEMATA SETUPS 



































This setup can be created very early in the game, during the night of Day ! or on Day 2 at the latest. 
Early-Game Saboteur | Ravager Commando Open battles with the Saboteur, then stagger the weakened target with your Ravager and finish it off 
| with the Commando. 
| | This combination i$ broadly identical to the Early-Game one, though each Schema proves much more 
Mid-Game | Matador | Smart Bomb or Dragoon | Artemis ficient in its fized role 
t 4 + = 4 ] 
Matador | Dragoon Tetra-Elementalist | in this configuration, your main damage dealer is a magic-oriented Schema | 
F F mpm -= — — — 
x With this satup, make sure your Synergist has the Splendid Admiral garb and Deprotect Triggering 
Late-Game Sein Dragoon Aim Bravery will then benefit the other two Schemata. | 
1 — ha " — * 
Here, make sure your Synergist has the Intruder garb and both Imperil and Deshell. Triggering Faith 
Synergist pene Teye-tiemontalist will then benefit the other two Schemata. | 
ER acs 
Specialized Schemata J 





The advanced Schemata suggestions that follow are more technically demanding, requiring good judgment to maximize their higher potential, and are 
typically suited for very specific situations. 


SPECIALIZED SCHEMATA SETUPS 





A straightforward but efficient combination, especially if you've mastered perfectly timing Whirlwind Kick 





An effective setup against very strong opponents. Use Overclock to stagger, then deal damage with your Artemis Schema. If 
your Artemis Schema has the Committa! auto-ability, this will trigger Bravery after Shadowbind, enabling you to cause massive 
damage with a follow-up Artem4's Arrows. 





This advanced configuration has its Schemata combined to facilitate a unique strategy. The idea is to deliberately remain in 





























— low-heaith status to trigger the bonuses from the Critical Hitter Schema. This puts you at risk, but the Survivor Schema 
Survivor Dragoon Critical Hier enables you to revive for free whenever you fall. The Dragoon is naturally here to stagger, and thus increase the Critical Hitter's 
damage output. 
| With two Elementalists (consider the Purple Lightning or Miqo'te Dress garb for the second one), each specialized in the 
Synergist Elementalist Elementalist opposing elements of the other, you can exploit elemental weaknesses very efficiently. This can prove handy in the Wildlands or 
| | the Ultimate Lair, where you encounter varied enemy types, each with its own unique weaknesses and resistances. 
+ + — - 4 - - —À 
|| 
$ Slash & Burn | Monk or Overclocker | Having access to Bravery at any time makes this physical-oriented setup extremely powerful An Overclocker's Precise HP 
nep | Commando | Restore auto-ability is ideal tor score maximization f 
| E — An ideal set of Schemata to deliver severe elemental damage. You can use Splendid Admiral to buff a physical Elementalist or 
| Synergist Malevolence E Intruder to support a magic-oriented damage dealer. The Grand Wizard auto-ability will aiso enable your Malevolence Schema — | 
| | —— to contnbute significantly 
| : Dn = — 
C Stagger with your Dragoon, inflict the relevant ailments with Nightmare's Siren Strike, then immediately Overclock to “freeze” 
Guerilla | Dragon Overclocker them while you deal damage with your Commando 
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PROGRESSION EFFICIENCY 





In this final section, we discuss how you can make optimal usage of your real and in-game time with a selection of advanced tips, tricks and techniques. 


Field Efficiency 


ATB/SPRINT METER 

The Maximum ATB of your default Schema also determines the size of the 
field ATB meter. This is evident if you tally the meter segments, each of 
which corresponds to 5 ATB. As you traverse the main areas in Luxerion or 
Yusnaan, where encounter rates tend to be low, it makes sense to default 
to a Schema with the highest possible Maximum ATB. Some combination 
of the Purple Lightning garb, the Silver Barrette head accessory or its 
upgraded forms, and inactive abilities with Maximum ATB bonuses is 
ideally suited for this purpose 


For your reference, the depletion rate of the meter while sprinting is 12 ATB 
per second and its normal recovery rate is 40 ATB per second. If you exhaust 
the meter entirely, it regenerates at the slower rate of 25 ATB per second, 
as indicated by a red color. 


CHRONOSTASIS & TELEPORT 
Chronostasis freezes the game clock for 75 seconds of real-time, corresponding 


to 30 in-game minutes. Therefore, if you can regain 2 EP every in-game hour, 
you will theoretically be able to chain Chronostasis infinitely. 


Liberal use of Teleport before the end of each day at 06:00 is strongly 
encouraged, as long as you have the necessary EP. By Teleporting shortly 
before you are beamed up to the Ark, you can make additional headway 
toward your next destination and then choose to return to your previous 
location instead of a Warp Device location. 


ENEMY ENCOUNTERS 

Enemies have specific hitboxes corresponding to their field attack 
animations, so if you fail to attack them, just making contact doesn't 
guarantee an encounter. You can often run or jump right past enemies 
while touching them if you want to avoid a fight 


Note that despite what may seem to be contradictory visual evidence, all 
weapons have the same speed and range in the field when you attempt to 
initiate enemy encounters 


MANIPULATING CHAOS INFUSIONS 

If you want a specific Chaos-Infused auto-ability on a particular ability, 
you need to spawn the enemy holding that ability and then lure it into 
a Chaos Infusion if it does not naturally spawn within a recurring Chaos 
Infusion. This is naturally much easier if you first hunt some or all other 
enemies native to that area to extinction, thereby increasing the chances 
of a specific enemy spawn. Inversely, you can also take advantage of the 
high encounter rate within a Chaos Infusion to spawn enemies rapidly, 
lure them outside to fight, and repeat the process ad infinitum without 
expending the Chaos Infusion. 








Farming Abilities, Accessories 


Though we have thoroughly detailed the spectrum of enemy ability and 
Component drops in the Inventory chapter, here are some useful tips to 
ease the potential tedium of collecting these items. 


UNLIMITED ENEMIES 

* Meonekton: While not conveniently available, as it appears only 
during the two hours before the end of each day, the Meonekton is 
essentially impossible to render extinct except through the Ultimate 
Lair, as there is simply no way to reach the 65,535 extinction number 
with the time given to you in any single playthrough. 


* Anubys: Perhaps the single most prevalent enemy in the entire game, 
you can initiate boundless successive Anubys encounters through the 
"Death Game" side quest. This makes Silver Malistones and copies of 
Heavy Slash easy to obtain. 


* Set Exclusive to the final dungeon, Set is incapable of extinction. 
Given that you have no time limit on the Final Day, you can farm Set 
to your heart's desire. This actually has two important ramifications: 


1. Set and Reaver are the only sources for Blitz. On Easy or Normal 
Mode, you can farm Set for Level 3 Blitz. This means that you do 
not need to do the same for the Reaver, making it safe for you to 
farm the behemoth to extinction as early as Day 7. Doing so (and 
defeating Reaver (2) grants you early access to the Flesh Render, 
easily a top-tier weapon for a first playthrough. 


2. Set conveniently drops Demonic Forgefire items on Hard Mode. 
Although the drop rate is only 1096, you can equip the Beggar's Beads 
and spend as much time as you need on the Final Day to upgrade any 
and all weapons requiring this Component until you are satisfied. 


VERY RARE DROPS 

* Elementaga, Heroic Guard, and Disaster can only be acquired 
once per playthrough as guaranteed drops from the three superbosses 
(Bhunivelze, Ereshkigal, and Aeronite respectively). Thankfully, you won't 
have to farm the latter two to optimize their ATB costs, though if you wish 
to synthesize auto-abilities on them, you'll need two Hard playthroughs, 
the necessary Components, and a lot of luck and patience... 


Flare, Chill, Surge, and Tornado can be obtained once per Easy or 
Normal playthrough by completing the trials in the final dungeon and 
twice per Hard playthrough, when they are also dropped by the main 
quest bosses. 


LIGHTNING RETURNS. 
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and Components 


* Ice Blitz, Element, and Elementa are available as regular drops only 
from Final Day enemies: It. may therefore take you many playthroughs 
to fully optimize their ATB costs. 


* Crystal Malistones can only be acquired from bosses on Hard Mode 
They are guaranteed for the three primary bosses. To increase the 
likelihood of drops from main quest bosses, equip the Beggar's Beads. 


SPECIAL FARMING SCHEMATA 

* Weak Ravager: This is useful to farm abilities such as Beat Down 
from Desdemona and other weak enemies who are liable to suffer 
defeat before you can stagger normally. To deliberately stifle your 
damage -output before staggering, equip a spear to increase your 
Stagger Power and the Ghostly Hood, Preta Hood, or Sparrow Comb 
to reduce your stats. 


* Beggar: Create a basic sub-schema for the sole purpose of equipping 
the Beggar's Beads. Swap this in and out as desired while spawning 
any specific enemy you're hunting. This minimizes loss of gil when 
fighting other enemies and doesn't waste your good inventory on a 
part-time Schema. Of course, you'll essentially have to be able to 
complete fights efficiently with only two optimized Schemata if you 
opt for this approach. 


FARMING HEAD ACCESSORIES 


* Prior to a full Hard Mode playthrough, you can optionally start a New 
Games and make a whistle-stop tour of all four regions to acquire 
key head accessories found in treasure spheres to obtain automatic 
upgrades. After doing this, you can start your "true" playthrough via the 
Crystal of Atonement on the Ark, knowing that you only need obtain the 
corresponding head accessories once more to receive their maximum 
third-tier incarnations. 


The amount of effort you put into this optional preparation is purely at 
your discretion. Obtaining a second Locket Pendant from Yusnaan in 
order to then pick up a third and unlock the mighty Locket Necklace a 
little later? That's clearly a worthwhile investment of your time. Taking 
the time to open every last relevant treasure sphere, including those in 
the depths of the Temple Ruins? Less so. 


* Combine this tip with our "Farming Bosses” advice (see overleaf) to be 
doubly efficient. 


STRATEGY & 


ANALYSIS 





On Hard Mode, main quest bosses drop top-tier Components in higl 
quantities. By rushing straight to them and restarting new playthroughs 
via the Crystal of Atonement, you can actually defeat some of them 
repeatedly in very little time 


* Noel: You can re 


on the 


h Noel very quickly. Complete chapters 1-1 and 1-4 
ay 1, then sleep at the North Station inn unti 


0 the phone 





Onn 





on Day 2 th v 
enter any four digits, then fight the Dreadnought that appears to open 
the gate. You can then run to the Graveyard monument. and finally to 
Noel in the Warren in mere minutes. Defeating him rewards you with 
the rare Tornado spell, 30 guaranteed Holy Forgefire items, and one to 
three guaranteed Crystal Malistones if you equip the Beggar's Beads 


without bothering with the codes 


Farming EP 

























* Caius: Assuming you have extra Chocobo healing items from a 
previous playthrough (which should be the case if you follow our 
recommendations in the Walkthrough and three Quests chapters), 
saving and healing the Chocobo takes only a few minutes. You can 
then head straight to the Temple of the Goddess and defeat Caius to 
obtain the rare Flare spell, 30 guaranteed Demonic Forgefire items 
and one to three guaranteed Crystal Malistones if you equip the 


Beggar's Beads 


The other bosses cannot be reached as easily, but that isn’t to say that you 
can't make “minimum requirement” playthroughs, completing main quest 
chapters only. Yusnaan and the Dead Dunes take less time than you might 
imagine if you avoid enemy encounters where possible 





The easiest way to farm EP. most commonly to freeze time continuously 
with Chronostasis or recharge a Teleport, is to pick fights against large- 
scale enemies or, less commonly, enemies in Chaos Infusions 


While some large-scale enemies are less difficult than 
should familiarize yourself with efficient strategies (and acce 19 
Schemata setups) to defeat any species with relative ease, so as not 
to shy away from them when it would benefit you greatly to restock 
your EP. This is particularly useful when you must use Chronostasis 
continually in the middle of a time-sensitive task 












On the other hand, EP is plentiful if all you are doing is fighting 
large-scale enemies on the connecting highways between 
continents or progressing through the Ultimate Lair, in 
many of the Last Ones surrender large quantities of EP when 
defeated. Under these circumstances, feel free to spend EP 
to expedite your fights. In the Ultimate Lair, Overclocking 
efficiently can actually help you to save many precious 
minutes, as time does not stop for battles 


which 


Once you activate the "Death Game" side quest (see page 119 

it presents a natural opportunity to refill your EP whenever you 
like while in Yusnaan. This makes it very convenient to freeze 
time and complete all outstanding tasks during a visit 
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Outside combat, you can slt 
side quests (which you should be doing anyway for the slow but steady 
improveme opening all treasure spheres after you 
d selling off 


y accumulate cash by continuing to complete 
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unnecessary items in your inventory. Of course, this is unbearably slow by 
itself, so you should fight to fill your coffers 
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yn a Hard playthrough, unlock the connecting 
At this point, simply traverse the roads 
ders 5,880 gil. If you 


40 — not a bad haul 
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each of which surre 





2at large-scale enemies 


in a Chaos Infusion, this increases to 7,8% 















The most lucrative gil drops by far come from Cactuars, both regular and 


Last One variants, though they can be difficult to spawn if you don't know 





where to look, and obviously represent a much more limited re 
than the entirety of the large-scale enemy population. The easiest way to 
encounter these enemies is to hunt for them in the Oasis Lighthouse area 
The fleet-footed Cactuars spawn frequently there and can be cornered with 
relative ease in its close confines. Each Cactuar that you defeat on Day 13 
on Hard Mode will net you 30,000 gil, and this sum increases to 120,000 gil 


f | You can maximize your return from Cactuar Q by fighting 


or the Last Une 
thin a Chaos Infusior 





specifically the recurring one between Atomos's 
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regions (and hunt them while multitasking), the connecting highways are 
a prime location to farm them, as they offer the advantage of regular 
Chaos Infusions that you can use to boost your gains or simply increase 
the spawn rate. As a secondary benefit, Meonektons drop the Ruin ability, 
so this is also a convenient way to collect this spell and potentially acquire 
the Chaos-Infused auto-ability “ATB Recovery +15” on a Hard playthrough 
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of you as both reader and player: 


+ One Playthrough Complete: This wal is 
not designed to be used for an initial playthrough. You 
= will need to demonstrate a high degree of precision 
p and understanding of advanced concepts to follow our 
suggested progression. This precludes any time spent on 
exploration, experimentation, and leisure that would (and, 
- indeed, should) be characteristic of your first exposure to 
the game. In addition, this walkthrough makes no attempt 
to avoid spoilers or provide all-encompassing coverage of 
collectibles or more general activities. If you are starting 
Lightning Returns for the first time, turn away now and flip 
back to our standard Walkthrough chapter on page 54. 


Location and Main Quest Familiarity: You should be 
capable of plotting the quickest path between successive 
- destinations and take the time to obtain all treasure 
spheres along the way, unless otherwise noted. You can 
use the map poster as a reference, but being very familiar 
with each region's layout is indispensable. We will also 
assume that you do not need any assistance with the 
general flow of main quests. 


* Collection Efficiency: You are expected to gather any 
plants in the Wildlands and Lizard Tails in the Dead Dunes 
that you encounter whenever the opportunity arises. You 
should also grow and collect as many Greens as you can 
during your travels in the Wildlands, Any and all extra 
samples that you accumulate will enable you to instantly 
heal the Chocobo on subsequent playthroughs. 


Combat Skill; EP is at a premium in our “fast-track” 
approach to quests, so you will almost invariably restrict 
your expenditure to Chronostasis and Teleport only — at 
- least for the first four days. While we will sometimes offer 
specific recommendations, it is essential that you have a 
very good understanding of all equipment and abilities, 
and their many applications, having studied the Inventory 
and Strategy & Analysis chapters to an extensive degree. 


The Ultima Walkthrough is designed to help you to 
complete all main quests and the vast majority of all side 
quests in 72 in-game hours (21:00 on Day 1 to 21:00 on Day 4). 
Quests from the Canvas of Prayers do not contribute to your 
Eradia total and are best combined with farming for abilities 

zc or gil, so they can be completed at your leisure across all 
e remaining days. This walkthrough is applicable to both new 
and subsequent playthroughs: 


* New Game«: With your developed stats and a 
- comprehensive inventory, our instructions will enable you 
to complete all main and side quests on a full playthrough 
-in as little time as possible. This leaves you with several 
in-game days where you are free to focus on long-term 


E - 


This Franke offers a compact, highly refined m jh Lightning Returns that employs Efficient multitasking and far-sighted 


— ao j 
a ^ s en, 
Important! This chapter makes the following ass goals. This can be especially pertinent if you want to have 


a free hand to optimize your preparations toward the 


= games ultimate challenges, such as defeating Aeronite 


on Hard and squaring off against Bhunivelze+. 


New Game: There are two major reasons to take this 
route on a fresh playthrough. The first is if you simply want 
to complete a “clean” run through the game on Easy or 
Normal Mode to build a solid inventory for a later Hard 
playthrough via New Game+. The second is if you wish to 
experience a stern test of your prowess that forces you to 
optimize time management skills and combat strategies. 


Our recommended progression is heavily front-loaded — a 
deliberate choice to give you full flexibility and discretion as 
to how you prepare Lightning for late-game challenges and 
farming opportunities. Before you begin using the flowchart, 
there are a few things that you should bear in mind: 


In the early days of a New Game, conduct regular battles 
against Anubys and Meonekton enemies during the 
intervals in which they replace all other enemy spawns 
in exterior areas. Each Anubys provides substantial EP 
recovery, while Meonektons are a steady source of gil, 
and enabling you to ignore any inclination toward the 
eradication of Cactuars, which you should save for the end 
of a playthrough. In addition, restock your Potions frequently 
in case you need emergency healing. 


By taking advantage of recurring Chaos Infusions and required 
fights for quest items, you can plan ahead and budget your 
usage of Chronostasis. This is most important during the first 
three days. We have factored these calculations into our 
recommendations, but you can buy more time by completing 
additional fights along the way. Our time windows, while 
strict for a New Game on Normal difficulty, are much more 
generous on New Game+, when you'll have plenty of EP 


If you decide to fight the Noel+, Snow+ or Snow++ boss 
variants, this naturally means that you will need to delay 
the completion of certain Luxerion and/or Yusnaan side 
quests that are only unlocked on completion of the 
regional main quests. 


Save often! The importance of saving constantly (and in 
multiple slots) cannot be overstated. In the unfortunate 
event that you make a miscalculated jump while 
traversing the Wildlands, or run from North Station to 
South Station in Luxerion and hop on the monorail, only 
to realize that you missed a stop in the Warren, you'll be 
able to easily rectify the situation without losing valuable 
in-game time or significant progress. Maintaining a very 
recent save also enables you to retry if, for example, you 
wish to spawn specific enemies or obtain certain drops 
within a certain timeframe, but suffer a bout of bad luck. 
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Flowchart 














Day 


Time Window 


21:00 to 01:00 


01:00 to 02:15 


02:30 to 03:15 





| 03:30 to 06:00 


| 06:00 to 06:30 


| 06:30 to 07:30 


07:30 to 10:30 








10:30 to 12:00 


12:00 to 15:00 














ULTIMA WALKTHROUGH FLOWCHART 


Location 


Patron's Palace | 


Luxerion: North 
Station and Old 
Town 


Luxerion: South 


Station 


Wildlands 


| Dead Dunes 


Wildlands: 
Canopus Farms, 
City of Ruins 


Wildlands: The 
Grasslands, 


| Canopus Farms 


Wildlands: 
Jagd Woods, 
Jagd Village, 
Canopus Farms 


| Wildlands: 


Aryas Climb, 
Aryas Village, 


The Grasslands, 


Wildlands 


| Station, Rocky 


Crag 


Wildlands: 
Rocky Crag, 
Wildlands 
Station 


Main 


Side Quest 
Uvesti zede 


| New Game only. After the introduction, skip all fights on the 


01 | way to Zehn. Fill your inventory with free Potions. 





14 Complete: Whither 
12 Faith; Where Are You, 
Holmes? c 
| Complete: Soul Seeds; | Quest Items: Niet Hairball x2 
Born from Chaos (NG+) | Violet Amulet, Proof of Courage 

| Progress: Bom from | Treasures: Magician's Token, 

Chaos (NG); Stuck in | | Twist Headband, Guard Glove, 
a Gem Guard Lv.2 


| Use Chronostasis before entering the first Chaos Infusion 
| by Baird. Make a short detour on your way to South Station 
| to talk to Gem, making sure you catch the 02:15 train to the 
| Wildlands. 


and Assistant 






| | Quest Items: Key to the ‘Sand Buy Passion Rouge. Activate. al | Cactuar Statues in the 
| Gate, Bhakti's Oil x3, Loupe desert in a clockwise loop, with a stop in Ruffian to 
| | Treasures: Star Bracelet, Cactair | recruit Fang. Obtain an Imperil from Desert Sahagin (use 
| ‚ Complete: Last One | Notes, Silver Barrette (4 EP) (NG+), | Chronostasis before 04:00). Defeat Cactair with Ignition and 





| 56 | Standing (NG+: Adonis's | Angel's Headband, Rainbow | Woodland Walker. Use Woodland Walker and Galestrike 
4-1 | Audition; Tool of the | Gem, Spiritual Veil, Corsair Scarf, | to vanquish Gurangatch during main quest 4-2. Fight 
42 | Trade | Serenity Sachet, Earth Eater Notes, | Meonektons, slashing all lizards along the way. Once you 





Progress: Old Rivals | Galestrike Lv.2, Debrave Lv.2, reach the Giant's Sandbox, collect Study of the Depths 
| Defaith Lv.2, Gurangatch Notes, | and the Pilgrim's Crux on the beach. Finally, run all the 











| Metal Armband, Study of the | way northeast to enter the Temple Ruins and activate the 
Depths, Pilgrim's Crux x4 | Chamber of DK CH E 
31 $ Quest items: Vibrant Ooze x6 
| | [ran so thie rione 10 Jagd Woods to oombas "The Fit 
l - Complete: The Right — — | Stuff”, then retum to Canopus Farms. Once the Chocobo is 
| Stuff; Saving An Angel n M ‘ Sheep | back on its feet, buy an Enthunder Potion for the later battle 
Complete: A Father's 
— Quest Items: 02,705 
A Final Cur * 
eee | Forst Fertiizr it, Sug Sweet 
Hunter's Challenge; A 
Taste of the Past 





| | | Use — twice Head to Aryas Village. Optionally 
| purchase a Warrior's Potion from the General Store just 
| before entering Aryas Climb. After completing “Fuzzy 
Search”, give the Chocobo the Fuzzy Sheep Milk. Eat 
the Yeul's Flower near Aryas Village to restore the 
| Chocobo's gliding ability. Grab the nearby Aryas Apple, 
then head north to collect the Witch's Rosary. This may 
leave you with less than 1 EP on a New Game. Acquire 
the Firewyrm Bracelet, then make a detour to Wildlands 
Station to initiate "Mother and Daughter". Head into 
Rocky Crag before noon to complete a battle within the 
Chaos Infusion. 


Complete: Fuzzy Search | Quest Item: Aryas Apple 
3-2 |Progress:Motherand | Treasures: Witch's Rosary (2 EP), 
Daughter Firewyrm Bracelet 














52 | Progress: Dog, Doctor, 
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| | Use Chronostasis once. Head all the way back to Aryas 
| | Quest ems: Eoloved's Git Key | an complete“ Taste of the Past and “Round Cm Up 
1 Wildlands Complete: A Taste of the | to the Green Gate, Creamy Sheep Gi : 
| ? : ive your Chocobo the Creamy Sheep Milk. Return to 
2 | 1500101800 | Aryas Village, Past; Round ‘Em Up; Dog. | Milk, Aryas Apple x2 
fe: | Ockre Kessen — a El a | Canopus Farms, harvest your Gysahl Greens, and speak 
Canopus | ' Bate I amebene ' — |to Thirteen. Fight Anubys battles if necessary to get your 
, | | EP total back up to 5, or defeat a single Reaver during 
] Wildlands: The ress: The | 
2 | 18:00 to 19:00 | Grasslands, - | Man and the Field; 
Research Camp 
n 
Use pais twice as you return to 5* Crag via 
the western path from the Eremite Plains, picking up INDEX 
i Quest It a | the Windwalker Bracelet along the way. Plant a crop 
Wildlands: Complete: Peace and | Mushiüoni sé — of Sylkis Greens at Moogle Village after obtaining the 
Rocky Crag, Quiet, Kupo; Where Are Ia Crag Mole io Dist * | Moogle Fragment. After completing "Where Are You, 
2 | 19:00 to 22:30 | Moogle Village. You, Moogie?; A Final | J wi N —— Moogle?” (stopping at Jagd Village to fulfill several HONCHAT 
| Jagd Woods, Cure; Chocobo Cheer; The | Thom of Wardi Sparkbane * | quests), head to the north of Jagd Woods where there is 
Jagd Village Hunter's Challenge lean oni he a Chaos Infusion. Fight a battle there to reach 3 EP, then 
. continue to Rocky Crag to pick up the Thorn of Warding DAY 11 
; and the last Rocky Crag Mole. Teleport away to Luxerion: 
| | South Station. NEW GAME: 
| Luxerion: South | £4 — ple 
2 2230102330 | Station, North | c | Progress: Treasured Ball |: 
Station ng for | 
| Purchase Velvet cam ni — to m Diviners, then 
m Treasures: Promised Necklace, ^ | head for the Slaughterhouse to talk to Velno and obtain the 
2 | 234510109 — ns 55 Progress: A Testing Blitz Lv.2, Dispel Lv.2, Wolf's | Fragment of Courage. Fight three battles against patrols 
i az | | Proposition; Free Will Emblem, Patron's Personal Guard | along the way. Obtain the Mediguard ability from a Flanitor 
Sisughtérhouse Notes. Flanitor Notes | and use Chronostasis once after the Slaughterhouse battle 
| | | Wind 
Luxerion: 
| North Station, : 
| The Waren, | $3 | Complete Tha Thing 
| 2 | 01:15 to 03:00 $ She's Lost; Stuck in a 
Forsaken "a us i= 
Graveyard, The is 
Fight Fanatics for — and Deshel if you still do not 
| 2 | 03:00 to 04:00 | Luxerion: The 15 | Treasures: Thorn of Protection, | have them, or optionally for potential Sickle of the Faithful 
aciei Warren Battléaxe of the Believer | drops on your way to Noel. The EP gained from these fights | 
Cathedral, 
: Clock Tower, 
2 | 04:00 to 06:00 District. 
Warehouse 
‚ District, The 
Warren 
| Return from the Crash Site to the Research Camp after 
| 06:30 to harvest your Tantal Greens. Head to the City of 
- | | Ruins to pick up the Soul of Thamasa, then eat the Yeul's 
Wildlands: Flower there to complete the healing of your Chocobo 
| Complete: The Old Man. | | s x : 
Research Camp, and the Field: Mercy of a | Quest Hem: Etro's Forbidden Tome Fight in the Chaos Infusions south of the City of Ruins on 
Crash Site, City : | your way to Canopus Farms and then at Rocky Crag on 
3 | 06:00 to 10:00 5-1 | Goddess; Killing Time Treasures: Soul of Thamasa o ^ 
of Ruins, Rocky | The Grailof — | (6 EP) ^ Deeds, Aurora lv2 your way to Poltae. Complete "Mercy of a Goddess” before 
Crag, Poltae, | «- 4 * beoo | entering the temple by backtracking to Cardesia after 
Jagd Village | accepting the side quest; use Chronostasis once as you 
| return to Poltae. Purchase an Enfrost or Enaero Potion to 
| use against Caius, talk to Professor Lathom, and head for 
| the temple. 
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Wildlands: 5 j 
3 | 10:00 to 12:00 | Poltae, Temple | 33 Progress: The Grail of 
of the Goddess Valhalla 
A Wildlands: 
MM osos nde 
; X é lla; Matchmaker; 
3 | 1200101330 |Research Camp, | -| tand of Our A 
en Live in Chaos 
Station, 
Canopus Farms 
Ball; Faster than 
Suspicious 
Spheres; Dying Wish 
Who Cried Wolf; Like 
Clockwork; Buried 
Passion; Voices from the 
Grave 
Complete: Family Food: 
Play It for Me; Songless 
: Diva; Stolen Things 
3 | 15:15 to 18:00 | Yusnaan à SAA 
Reader; Get the Girl; A 
Testing Proposition 




















3 | 18:00 to 22:00 | Yusnaan 2-1 
Complete: The Fighting 
3 | 22:00 to 23:30 | Yusnaan 2-2 | Actress; Death Safari 
Progress: Death Game 
| 
3 | 23:45 to 02:00 | Luxerion - 
| 
| 
LE 
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Collectibles 








Quest Items: Civet Musk, Refrain, | 
Chorus, Ranulph's Journal, Coda, 
Steak a la Civet 

Treasures: Mages Gloves, Thom | 
of Aggression 











Bronze Pocket Watch, 
Niblet-Defeater Emblem x30, 
Death Game Ticket 
Treasures: Giant's Vambrace, 
Fencer's Earrings (2 EP), Locket 
Pendant (6 EP) 





| Farms; set up a strategy based on Lightning-elemental 


Our Forebears" Teleport to Luxerion North 











Use Chronostasis once. Complete "The Grail of Valhalla", 
then teleport to Aryas Village. Talk to Dr. Sheep to wrap up 
"Matchmaker", then approach Chef Aryas. Teleport to the 
Research Camp to speak to the Stubborn Old Man, then ride 
straight to Wildlands Station and speak to Brella. Purchase 
an Enthunder Potion from the merchant outside Canopus 


abilities to complete "To Live in Chaos". Speak to Sarala 
afterward, then return to Aryas Village to complete "Land of 
Station. 





— 


Fight all Personal Guard/Flanitor groups in the main city. This 
allows for two uses of Chronostasis. Defeat the Schrodinger 
for the Civet Musk. Head to the Reveler's Quarter and talk 

to Morris. Pick up the Refrain to the east, then talk to Olga | 
and Berdy. Interact with Pickett. Head west to speak tothe | 
Knowledgeable Tourist, then purchase the ticket from the 
Tour Guide. Head to the Slaughterhouse to update Velno's 
quest and pick up the Chorus for “Play It for Me”. Head up 
to the Glutton's Quarter and initiate "Family Food". Go to the 
Banquet of the Lord and talk to the Maitre D', then Gordon 
Gourmet, and finally Erine. Visit all the restaurants and pick 
up the Coda from the musical treasure sphere, then return 
to Gordon Gourmet. Make one final round-trip to Seedy's. 
Complete the Gremlin fight in the Lower City. Speak to 
Gregory on Central Avenue, then turn in the collected parts | 
of the score to Morris. Return to Berdy; upon completing | 
this quest, you'll respawn another enemy patrol. This fight 
enables you to use Chronostasis once more. Interact with 
Pickett again, then return to Gregory. Finally. run toward the 
Industrial Area to make your 18:00 deadline 


or 










T ae En i * = — 
Begin using Chronostasis and complete “Death Safari” on a 
retur trip to the Industrial Area; pick up the Fencer's Earrings 
and both quest items. Initiate “Death Game” to refill your EP as 
is necessary. Acquire Midnight Mauve by 23:00, then refill your 
EP again with “Death Game” while maintaining Chronostasis. 
Get the Locket Pendant from the treasure sphere on the awning 
just above the Terrace Café and 
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Day | Time Window Location ard Side Quest Collectibles 
If you wish to defeat a later version of Snow, simply skip 
| | this step. Otherwise, run straight to Candice; you'll have | 
| Treasures: Thom of Courage, | enough adornments now to complete her quest. As soon as 
3 | 021510315 Yusnaan: The 23 ‚ Complete: Adoring Flamestrike Lv.2, Heavy Guard Lv2, | you enter the Palace, spawn a Cyclops in the Chaos Infusion 
| : | Patrons Palace | Adornments Frostbane Choker, Prophecy of oeradel 
Aspiration | fighting battles in Chaos Infusions. As with Caius, you 
| should make sure to refill your EP to 7+ after defeating 
Snow. Teleport to the Dead Dunes. 
| ~ 
3 | 03:15t004:15 Temple fini 43 —— 
| a p: 
| Yusnaan: The Complete: The Secret Update Velno to obtain the Mirakle Nektar, then teleport to 
i ‚an | Slaughterhouse: | Lives of Sheep Aryas Village. Your last task of the day will be to finish off the 
| 3 | 0415100800 t: | Progress: A Testing | Ouest Nom: Mystery Egg | only remaining Wildlands side quest. At the same time, you 
| Aryas Village | Proposition | can use your Mirakle Nektar in any battle with a Meonekton. 
Dead Dunes: 
l an, | Ruffian, The Progress: Old Rivals; His 
4 | 06:00 t0 07:30: | Grave of the Wife's Dream 
Colossi i : 
E 2 J 
| Quest Items: Tablet x2, Golden 
Scarab Now you can complete the last main quest and pick up 
| Complete: Old Rivals; Treasures: Deprotect Lv.2, Pilgrim's | all remaining treasures at your own pace. This flowchart 
Dead Dunes: His Wife's Dream; The Crux x10, Study of the Savage, Pain | assumes that you will arrive at Yusnaan by 15:00 using 
a | 0730101500 Temple Ruins, | 44 | Life of a Machine Dampener, Pretty Orb, Collector whatever means you choose, but feel free to do anything 
™ | North Gate, | 4-5 |Progress:Skeletonsin | Catalog, Demon Claw, Cursed Band. | else before then that is not related to side quests. Consider 
Ruffian | | the Closet: What Rough | Satin Scrunchie, Thom of Speed, = | stopping after 4-4 and leaving 4-5 for later if you want to 
| Beast Slouches Poison Lv.2. Sparrow Comb, Study | keep Fang by your side in the Dead Dunes, or if you wish to 
| of Despair, Swift Ornament, Dawn | fight Parandus instead of Grendel. | 
| Gauntiets (6 EP) 
= 
| 4 | 15:00t0 17:00 | Yusnaan - | Adoring Candice; Free 
| Wilt; Friends Forever 
| Complete: Like Clockwork: | 
Heide O o | Make a quick loop to check in with Armena, Armand, Luka, 
| 4 | 1715101900 | Luxerion | Progress: Buried Passion; | and Ranulph, and return to North Station in time for the 
| The Angel's Tears; To Save | 19:00 train 
the Sinless (if Ranulph's : : 
4 | 1915102100 | Yusnaan 














Qutstanding Tasks 











At this point, your only unfinished business, aside from the Canvas of Prayers quests, should be the following: 


* Luxerion: You'll need three more days to complete "The Angel's 
Tears". Ideally, you should drop in between 16:00 and 19:00, when both 
Armand and Luka are available. You'll need to speak to Armand once 
more to finish "Buried Passion", "To Save the Sinless" requires that you 
return for a chat on another day; after Armand provides you with the 
necessary information, find Reddick in the Warren after midnight. You 
can finish the quest the same night by reporting to Ranulph after 05:00. 


* Yusnaan: "Death Game" is open to satisfy any farming needs for as long 
as you desire. "Free Will" will remain active but its completion requirement 
will likely be met quickly if you continue to farm "Death Game" prolifically. 


* Wildlands: None. All main quests and side quests have been 
completed. 


* Dead Dunes: On a New Game, the Silver Barrette at the Oasis 
Lighthouse may remain uncollected, and "Last One Standing" cannot 
be completed. "Skeletons in the Closet" is easy to wrap up by roaming 
the Shrines of the Tablet; on a New Game, you may wish to finish this 
side quest very early on to acquire the Bonecracker sword as soon as 
possible. Finally, "What Rough Beast Slouches" should be delayed 
until you are fully prepared to confront Aeronite. 
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Farming Gil and Abilities 


] 





Day 13 offers you the best chance in the timeline to acquire substantial 
sums of gil thanks to generous modifiers. Cactuars constitute the most time- 
efficient way to accrue income. They spawn very frequently at the Oasis 
Lighthouse — don't forget to pick up the Silver Barrette on a New Game if 
you've neglected to do so. Large-scale enemies (and their Last Ones) and 
Meonektons also contribute significantly. See page 299 for details. 


The table below lists the most useful common abilities (as opposed to the 
uncommon ones, such as Ice Blitz, Element and Elementa, all of which can 
only be obtained on the Final Day), as well as the number of copies required at 
each level to guarantee one optimized copy via Sorcery in terms of ATB Cost 
and modifier. The "Noteworthy Auto-Abilities" column highlights the best 
possible auto-abilities you can synthesize with your low-ATB cost specimens. 
Though the Rare ones require a degree of planning (to have multiple 
specimens of an ability carrying the same auto-ability) and luck at Sorcery 
Shops, Chaos-Infused specimens are easier to come by when you defeat the 
relevant enemies while inside the boundaries of a Chaos Infusion. You are still 
at the mercy of good fortune, but the appearance rates tend to be higher than 
those governing the provision of Rare auto-abilities. 


COMMON ABILITIES: OVERVIEW 


Number Required 








Here are a few tips that will help you to be as efficient as possible while 
trying to secure abilities featuring Chaos-Infused auto-abilities: 


* If the Chaos-Infused auto-ability you're looking for is dropped by a 
large-scale enemy, make sure you hunt it on the connecting highways, 
where random Chaos Infusions appear regularly, increasing your 
chances of success. 


* Consider making a quick trip to the Ultimate Lair early in the morning 
to drive certain species that you have no interest in to extinction 
by defeating the related Last Ones. This will make it far easier to 
encounter monsters that you wish to hunt inside Chaos Infusions. 


* Methodically go through all available recurring Chaos Infusions 
depending on the time of day, and exploit every random Chaos 
Infusion that spawns close to you to lure relevant monsters inside: 
You can find the complete list of all Chaos Infusions on page 313 of 
the Extras chapter. 
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lv?) v3 | vA Dropped By Noteworthy Auto-Abilities 
Attack 0 | 7 | 9 | 13 | 16 | Gorgonopsid (Dead Dunes), Rafflesia (Jagd Woods) | Strength +180 (Lv5) 
| Light Slash 0 | 4 | 5 | 7 | 8 |Nibleticommon), Goblin (Eremite Plains) | Maximum ATB +15 (Chaos-infused) | 
Beat Down 5 | 5 | 7 | 9 | 12 | Desdemona (Industrial Area) (stagger) Committal (Rare) 
r * p "y: — T 1 
HeawyStash | 6 | 7 | 9 | 13 | 16 uaa —— Committal (Rare) | 
— - dt - — 
Punt 0 3 3 _d ]- 5 | Stata ne (Lower City and Patron's Palace) ATB Recovery +15 j (Chaos- -Infused) | 
Blitz | 6 | 6 8 n 15 | Reaver (Grasslands) ‘Stagger Duration +10% (Chaos-infused) 
T + T mu T - TZ — 
Hamestrike | 5 | 6 | 7 | 12 | 14 | Zaltys(Patron’s Palace). Dreadnought (Forsaken Graveyard) | Fite” ae (Chaos-infused) or Elemental 
| 4 es Bree = 
Froststrike | 5 5 E 12 14 | Miniflan (Grasslands) longe R +20% (Chaos-Infused) or Elemental | 
i E 1 T e— - - — 
| | z 
Sparkstrike | 5 | 6 | 7 | 12 | 14 | Vali(Wildlands) —— —— vann Once bia or 
Galestrike 5 6 7 12 14 | Dryad (Jagd Woods and Rocky Crag) Wind- — Attacks +20% (Chaos-Infused) or Elemental 
i 1 4 + + t | Chaser 
Heat Blitz § | 5 6 | 8 | 12 | Dreadnought (Forsaken Graveyard) | | Strength +250 (Chaos-infused) or Committal (Rare) 
| Electric Bliz 5 | 6 Tels [wu | Hanuman (Wildlands) | Strength +250 (Chaos-Infused) or Committal (Rare) 
Aero Blitz 4. 3 L 6 6 3 | 12 | Zomok (Forsaken Graveyard) — p | Strength +250 (Chaos-Infused) or Committal (Rare) 
| Ruin | 0 | 6 | 8 | 12 | M | Meonekto (exterior areas from 0400 to 06:00) | ATB Recovery «15 (Chaos-Infused) 
| Meonekton (exterior areas from 04:00 to 06:00), Earth Eater | 
Ruinga | 6 | 7 7 | 9 | 12 | (Dead Dunes) li Grand Wizard fari f 7 
Fire 5 6 8 " u Gremlin (common), Ectopudding (Eremite Plains and Temple Fire-Attribute Attacks +20% (Chaos-Infused) or Elemental 
| | of the Goddess) . | Chaser (Rare) 
4 — T l 
Zaltys (Patron's Palace], Ectopudding (Eremite Plains and — | 
Fira 1 8 Ie | 7 | 10 | Temple of the Goddess) —- Moge +250 Chan nse or Srono Fle ar R 
| Zaltys {Patron's Palace), Dreadnought (Forsaken Graveyard), i 
em | 6 | 6 | 8 | n | 13 is (Gods S i | eso NNUS DR Dd Wiara d RS 
Blizzard s | 6 | 8 | 11 | M | Gremlin (common), Miniflan (Grasslands) Gente 420% (Cheot-infused) or Elemental 
Blizzara 4 | 8 | 11 | 7 | 10 | Miniian(Grasslands) Chocobo Eater (Eremite Plains) — | Magic +250 (Chaos -Infused or Strong Finale (Rare) 
L | i J 
| Blizzaga $|6]|8]|1 | 13 | Chocobo Eater (Eremite Plain) | lce-Attribute Attacks +20% (Lv 5) or Grand Wizard (Rare) 
b Lightning-Attribute Attacks +20% (Chaos-Infused) or 
—— | 5 | ali 8 | n | 14 | Gremlin (common), Vali (Wildlands) 7 E Elemental Chaser (Rare) 
| Thundara | 4 | 8 | 11 | 7 | 10 | Hanuman Wildlands) | Magic +250 (Chaos-Infused) or Strong Finale (Rare) 
— el ella lu nnd wads —— Attacks +20% (Lv.5) or Grand Wizard 
| 
LI JL —L ] 
T [ i T — 
Aero § | 6 8 | n 14 | Gremlin (common), Dryad (Jagd Woods and Rocky Crag) Wind — Attacks +20% (Chaos-Infused) or Elemental 
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+20 (Rare) e DAY 13 
Critical Bravery + Regen (Chaos-Infused) or Deprotect 








J Dropped By | 
Aerora IEN Gaunt and Zomok (Forsaken Graveyard) | Magic +250 (Chaos Infused} or Strong Finale (Rare) | NNCEPT 
Aeroga | 6 | 6 | 8 | 11 | 13 |Zomok(Forsaken Graveyard) Wind-Attribute Attacks +20% (Lv.5) or Grand Wizard (Rare) 
Famespark | 6 | 5 | 7 | 00 | 13 Magic +250 (Chaos-Infused) or ATB Recovery +20 (Rare) 
fama | 6 | 8 | gl sls aa —— — 
Firestorm | 6 | 5 | 7 |» J nnn Tauge szabad A8 Recover e (ere) 
mem | 6 | e| 9 | 8 | 9 Schrodinger (Warehouse Areal, Goblin (Eremite Plains) "| Min gears us od ene 
— 5 T] Ls | - Mage 1250 Chaos ned AB Roe +20 Rare) 
bes | 61818 1%) 8 —— — 
je — — — | Magic 250 (Co-ed or ATB Recovery 20a) | 
| nee | 6 | 8 | 9 | 8 | 9 , a NL TREE HUM IE: 
Magnet 1 [43 E. 1 Cyclops (Patron's Place) Chocobo Eater (Eremite Plains) | Narnie prets +30% (Chaosnfusedl or ATB Recovery| WTI, 
Guard 1 1 1 1 Y | Gertrude (Warren) (stagger) 
Light Guard | 0 [ 1] a V | Rafflesia (Jagd Woods), Hoplite (industrial Area) Maximum ATB +15 (Chaos-Infused) or Standby ATB 
ES | t| 1 | 1 | f | Gertrude (Waren) (stagger, Gurangatch (Dead Dunes) — | Recovery (Rar) 
ATBCharge | 0 | 1 | ! | ! | ! |Gobintrenite ains. Cactuar (Dead Dunes) | l 
Debrave 1 | 1 1 1 RR | 
p ı | 1 | 1 | 1 | 1 | Rafflesia (Jagd Woods), Hoplite (Industrial Area) Critical Shell + Regen (Chaos-Infused) or ATB Recovery 





Desert Sahagin and Goblot (Dead Dunes), Triffid (Jagd 
























































Depretect Woods} Chaser (Rare) | 
-1 T TE PUN TUUM FCE 
Deshell 1 1 1 1 1 Goblot (Dead Dunes), Triffid (Jagd Woods), Gaunt (Forsaken | Critical Faith + Regen (Chaos-Infused) or Deprotect Chaser 
i | | | Graveyard) (Rare) | 
—— i í i 1 | Desert Sahagin (Dead Dunes) Dn Eih gen Guia or Dept Cano 
I + ———— i > ! : 
: Critical Haste + Vigilance (Chaos-Infused) or ATB Recovery | 
| Skeleton (Temple Ruins) [m (Rare) | 
Critical Bravery + Regen (Chaos-Infused) or Deprotect | 
Chaser (Rare} | 
Critical Haste + Vigilance (Chaos-Infused) or Deprotect | 








Chaser (Rare) 













kthrough chapter. How you clear this dungeon mostly depends on the objectives of your 
Last Ones to obtain their valuable drops, and ultimately defeat Ereshkigal. However, you 
targets and render their corresponding species extinct in the outside world. This 
es (and, more specifically, auto-abilities) that you actively need. 
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NEW GAME+ 


The New Game+ feature enables you to undertake partial or complete 
playthroughs to boost your stats and abilities. Repeat playthroughs can 
provide access to sizable attribute bonuses and are minimally challenging 
on Easy or Normal. However, you can only make the most of these 
playthroughs by playing on Hard, where bosses will reward you with Tier 3 
components, both for upgrading equipment and Level Boosting abilities. As 
head accessories have to be upgraded twice to reach their final form, and 
because Snow has three forms, it will take two New Game+ playthroughs 
to optimize important head accessories and complete the entire Bestiary. 
A partial playthrough in-between two full playthroughs can therefore be a 
very effective solution, as summarized by the following sequence: 


1. New Game Playthrough: Your first complete playthrough on Normal. 


2. New Game+ Partial Playthrough: A short session on Normal (or, for the 
best rewards, Hard) to boost your stats with easily completed side quests, 
secure the second level of all the best head accessories, and defeat Snow+. 


3. New Game+ Complete Playthrough: A complete playthrough on 
Hard, which enables you to acquire the final level of all the best head 
accessories, fully upgrade your equipment and abilities, purchase the 
Hard-exclusive garb, and fight all alternative boss forms on later days 
(Noel+, Snow++, Parandus, Bhunivelze+). 


The following paragraphs describe the required steps for maximum efficiency 
on the New Game+ Partial Playthrough mentioned above, though you should 
feel free to stop at any time and use the Crystal of Atonement on the Ark to 
start all over again if you want to further develop your attributes and inventory. 


Day 1 ] 
* Complete main quest chapters 1-1 and 1-2. 





* Collect the Fighter's Emblem, Twist Headband+ and Magician's Token+. 

* Complete "Born From Chaos" and "Soul Seeds". 

* Travel to the Dead Dunes and head to the Oasis Lighthouse where you can 
obtain the reward for "Last One Standing", and retrieve accessory upgrades 
from the nearby treasure spheres: Angel's Headband+ and Silver Barrette+. 

* You can then sleep until 06:00. 

Day 2, Morning, 

The Wildlands 


* Heal the Chocobo and complete main quest chapters 3-1 to 3-3. 








* You can complete several side quests parallel to the main quest: "A 
Father's Request", "The Hunter's Challenge", "The Grail of Valhalla", 
and "To Live in Chaos". 


* Open a few important treasure spheres on your way to obtain: Imp's 
Crest+, Tri-Point Coronet+, Witch's Rosary+ and, most important of all, 
Soul of Thamasa+. 


Day 2, Afternoon/Evening, 
Yusnaan 


* Complete main quest chapter 2-1. 

* Collect a few important accessory upgrades: Locket Pendant+, Demon 
Earrings+, Fencer's Earrings+, Sight's Circlet+, Promised Necklace+, 
and Wolf's Emblem+. 


* You can also complete the “Adoring Adornments” side quest. 


Day 2, Night, 
Luxerion/Yusnaan 





* Brute-force your way to Noel after midnight without looking for the 
pass codes and complete the local main quest. 


* Return to Yusnaan to complete main quest chapters 2-2 and 2-3 if you 
feel like it; consider delaying the moment when you tackle Snow to 
encounter his Snow+ form if you want to fight all variations. 


* On partial playthroughs focused solely on power-leveling, end your run 
after this sequence and use the Crystal of Atonement on the Ark at the 
end of the day. 


Day 6, Yusnaan ] 

* To complete your Bestiary, you can instead loiter extensively beyond Day 2 
by sleeping at inns for the better part of the next four days to reach Snow+, 
then use the Crystal of Atonement on the Ark after defeating him. 


NE 


* You can push the playthrough farther if you're interested. If you simply 
wish to farm enemies exclusive to the Final Day, quickly finish the main 
quests and sleep at inns to advance to Day 13 without completing any 
other side quests. This will not unlock the extra day and enables you 
to quickly obtain valuable upgrades to the Samurai's Comb, Warrior's 
Plume, Coldflame Droplet, and Thunderstorm Droplet. 


Optional 





* [f you prefer, you can alternatively follow the entire walkthrough to 
defeat Aeronite and reach the Ultimate Lair, focusing on high-value 
side quests and making sure you eliminate Aeronite, Ereshkigal and all 
Last Ones to obtain their precious item drops. 


Monsters with Limited 





Availability 


Certain enemy types can be hard to encounter, even in their natural 
habitat, outside certain specific time windows, The following table 
highlights all such special conditions. Use this information whenever 
you need to farm one of the species concerned. Any creature not 
listed here can be found commonly on any day and at any time 
(Anubys and Meonekton spawning hours excepted, of course). 


SPECIAL MONSTER FARMING CONDITIONS 









Best Farming Opportunity 
16:00 to 18:00 (all exterior areas) 
we * —— 
04:00 to d 
Shrines of the Tablet (any time) 
0600101600 — 





Enemy 












06:00 to 16:00 
Chocobo Eater fom day. 80000000 | 
Flanitor 06:00 to 16:00 
— PE | 


06:00 to 16:00 


| ts 
| During chapter 1-5 | 








— eS 


b 


` Bs 
| 
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LIGHTNING RETURNS 





If you aspire to have a complete inventory, you should note that certain 
articles can be especially difficult to obtain 


* Sickle of the Faithful: Though by no means essential, this weapon 
has the Protect Thief auto-ability: a potentially useful tactical : - 
addition to your armory at a very early stage in the game. You can 
obtain it by fighting Fanatics in the Den of Shadows prior to the 
battle with Noel. Its default 596 drop rate is rather low, so you should 
ideally equip the Beggar's Beads beforehand 





Shadow Trooper 


Lightning's Shades ( 


* Double Deity: This powerful double-bladed weapon is dropped 
by Bhunivelze. For optimal results, defeat the Bhunivelze+ version 
(Day 14, New Game-) with the Beggar's Beads equipped. This will 
increase your chances to obtain the weapon to 3096 per encounter 


Vigilance Fr ly 


* Rare Merchant Wares: In the event that you haven't been lucky Carnaval Crusher 


and struggle to encounter the "Red Dragon Outfitters" wandering 
merchant, you can track him down methodically to obtain his 
exclusive wares. You must have reached Day 3 and visited at least 
one Outfitters shop, and will need access to all possible spawn 
locations at once, including the Warren and Moogle Village. i 


e$ BV 98 8E 8B 


Astral Lord Hard Mod 


An efficient solution is to be in the Wildlands when the clock strikes 02:00, then freeze time with Chronostasis and visit all 20 possible spawn 
locations one after another (refer to the map poster for visual guidance). The reason you should be in the Wildlands is that at the beginning 
of every hour, the merchant spawn resets to a continent different from the one where Lightning is present (unless he has already spawned 
there, in which case he remains there until the next spawn check on a different continent) 


Consider starting your hunt in Yusnaan, as all five spawn points are relatively close to each other. Luxerion is the next easiest choice, being 
smaller than the other two destinations. Continue your search in the Dead Dunes, as the Cactuar Statues enable you to warp around the 
desert easily. If you are unlucky and the merchant was already in the Wildlands, feel free to burn EP and Teleport if you run out of patience 





North Station Plaza Jagd Village 
Old Town Moogle Village entrance 


Arcade Wildland rasslands (near the 





y (south end) Eremite 





Quarter (southwest) jiant’s Sandbox, Giant's Head 
Maar the l'actuar Stat ave of th 


e Co 


r's Quarter (back alley) Dead Dunes Grave of the Colossi (path leading to Ruffian) 





Pleasure Alley Dry Floodlands (dead end where a Pilgrim's Crux is ft 


Augur's Quarter (near the Palace entrance) Atomos's Sands (west look-out tower) 
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ULTIMA 
WALKTHROUGH 
© EXTRAS 





Trophies & Achievements to New Game- and special events that occur in Nova Chrysalia — as 
well as a healthy helping of fun trivia and miscellany. We cannot guarantee that it could pass, 


not wilfully o 








ES muster in a spoiler detection litmus test, but we can assure you that it does 
WO lazily reveal major plot details. 
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Though it will take time and effort to unlock all accomplishments in Lightning Returns, its array of Trophies and Achievements mostly focus on feats and activities 
that many players will quite naturally undertake during the course:of two full playthroughs — with the majority available on a first journey through the main storyline 


OTt 


TORY MILE 
ICON | n E 
E sid Ft 





© | TROPHY | UNLOCK conorrion 


I ENTE] TROPHY | UNLOCK CONDITION 
t 0 D its third lane 























Change the color of 3 the 





8 gard vi 





Sustomize Schemat 








| UNLOCK CONDITI 








Q The Saviors Descent | 15 | Bronze | Complete the Prologue che © The Chocobo's Savior 15 | Brome — your Ch lo 
em Complete the Luxerion main quest —— Ravn 
e The Hope of a Promise 15 Bronze See n : Win 10 battles in Yusnaan's 
page Queen of the Arena 15 Bronze Slaughterhouse 
@ Hope at the Edge of s lp nplete the Yusnaan main ques 
Despair ud ines See page 75 e Lizard Lariat 5 |8 Slash 30 lizards in the Dead Dune 
: 3 | 
@ An Appetite for Chaos! 15 | Bronze Complete the Wildlands main quest. Unlock all highways linking the four 
See page 81 regions by completing the three 
Globetrotter 15 | Bronze R H 
e The Mystery 15 | Bronze | Complete the Dead Dunes main quest loadworks Canvas of Prayers quests 
of the Holy Clavis > | Prone | See page 93 available from Day 9. see page 148 
9 A Father, A Son, els Complete the secondary Wildlands main o Seed Collector 30 | Silver Collect a = of 50 Soul Seeds during a 
and a Chocobo quest. See page 91 | single playthrough 
9 A Legend A Complete the Final Day. See page 100 Harbinger of Death 15 | Bronze | Defeat your first Last One. 
from Times Past = Unlocks the Black Mage Hood adornment Goddess of Death 30 | Silver Defeat 10 Last Ones 
Obtain an Elixir by selling 100 total Sout 
M Seeds to the four traders during a first 
| (©) f PHY | UNLOCK CONDITION o Unearthly Apothecary; 30 Silver playthrough, or 80 in a New Game+ 
Deliverer of Salvation 15 | Bronze five side quests 
Angel of Salvation 30 | Silver Complete 25 side quests 
d Complete all Monorail journeys between 
Qe Perfect Passenger 5 | Bronze "i ES ii Pere e Fatal Impact 30 | Silver hrough. A 
| m 3 Jump attack that staggers a weak enemy 
Perfect Timing 15 | Bronze — | Perform a Perfect Guard for the first time. or a Gurangatch may enable you to unlock 
Hero of Might 15 | Bronze Defeat 100 enemies this at a much earlier stage 
| Unlock the "extra day” by completing 
Hero of Glory 15 | Bronze Deteat 300 enemies o Beyond Thirteen 30 | Silver a sufficient number of side quests: see 
page 55 for details 
* > * Monster Bane 90 
e Hero of Legend 30 | Silve 
26 = 9 Holy Garb of on 4 
meal Destruction ic ^ 
Miracle of Light 10 | Bronze | Usea total of 50 EP on EP abilities 
‘ x bm c E Defeat the Aeronite in the Dead Dunes 
| t 5 Bronze Stagger 50 enemies ^ i 
—— ANN ə Desert Dragonslayer 90 Gold see page 135. Unlocks the White Mage's 
| A Helping Hand 15 | Bronze | Complete 25 Canvas of Prayers quests. | Hat adornment 
Novice Stylist 10. | Bronze Customize your first Schema À . Complete the Four Trials on the Final Day 
| Q Crimson Rebirth 15 | Bronze and obtain a special weapon as a reward 
Expert Stylist 15 | Bronze — | Collect 30 outfits (garb). See page 103 
Q Novice Synthesist 0 |B ein Mes vis or the first time at a 
Sorcery Shop 
e Expert Synthesist 15 | Bronze | Use Synthesis 30 times 
















Novice Swordsmith 0 | Bro ese 
feature B 
Expert Swordsmith 15 ] Bronze playthrough: wea (Swordsmith) 
Novice Shieldsmith 10 | Bronze shields and gauntlets (Shieldsmith) and 
' head accessories (Craftsman). The Novice 
Expert Shieldsmith 15 | Bronze | accomplishment in ea tance will 
x 930p when you f 
Novice Craftsman 10 | Bronze |! d bp re pi 
upgrade, the 
warded 
Expert Craftsman 15 | Bronze — 
Eternal Light Plat 





Achievements 


m CHAOS INFUSIONS — 


Chaos Infusion Modifiers ] 








Whenever you fight an enemy inside a Chaos Infusion, there are multiple 
modifiers applied to make the battle more difficult — but also more 
rewarding. 


CHAOS INFUSION MODIFIERS 






PARAMETER 












EP recovery 
Item drop rate 
Gil rewards 

Enemy HP val 
Enemy Strength & Magic 
Enemy Keep Ga- 
Duration of ailments inflicted by enemy 


Duration of ailments inflicted on enemy 












You can also acquire auto-abilities of one level higher than usual while 
in Chaos Infusions. Enemies that might normally drop an ability at Level 
3 with any accompanying auto-abilities at a maximum Level 3, for 
example, will still drop a Level 3 ability, but with potential accompanying 
auto-abilities at up to Level 4. This is the mechanic that allows you to 
acquire the powerful “Chaos-Infused” auto-abilities (which could also be 
considered as "Level 6" auto-abilities) from Level 5 abilities obtained in 
Chaos Infusions. See page 280 for details. 


Random Chaos Infusions D 





These can spawn randomly near Lightning as she traverses specific 
areas. They last for 30-60 minutes of in-game time and disappear 
automatically when you complete a battle within their confines, if you 
leave the boundaries of that defined area, or if you enter a safe zone in 
which combat is not possible. 


RANDOM CHAOS INFUSIONS 


LOCATION 


18:00-03:00 
06:00-17:50 


Luxerion Forsaken Graveyard 











17:50-18:00 
18:00-02:50 The Grasslands, 


02: 50-03: 00 Eremite Plains (valleys) 


03:00-06:00 Medium 
24 hours High - | Along the lengths of all roads 











pan vey a Ye xin 





Recurring Chaos Infusions | 


Chaos Infusions occur in the following areas within fixed hours. Once you 
have dispelled one by defeating a monster inside, you have to wait until 
the next day before it reappears. 


RECURRING CHAOS INFUSIONS | 


North-South Corridor 





Pilgrim's Causewa 
Lower City waterfront 
Palace Garden INVENTORY 
The Grasslands, between Canopus Farms and 
City of Ruins 

Northern path, between Jagd Woods and 
Rocky Crag 

















Path between Rocky Crag and Eremite Plains | 

L RockyCrag —8 0 [|| 
Between the Giant's Sandbox 

and the Dry Floodlands 

The Between Atomos's Sands 

and the Grave of the Colossi 

Between the Giant's Sandbox 

and the Grave of the Colossi 




















TROPHIES & 
ACHIEVEMENTS 


Event Chaos Infusions 


j 4 CHAOS 
-—— INFUSIONS 
& SLAUGHTER 


These are unique to storyline and quest events. ane 


e Prologue: Battle against Zaltys. This is a visual effect only; no | NEW GAME- 
modifiers of any kind apply to the encounter. 


* Main Quest, Chapter 2-3: Chaos Infusions appear with a very high 
frequency in the Patron's Palace. LIZARDS 


* "Death Game" Side Quest: Permanent effect in the Warehouse — ^. «e 
District as long as the quest is active. The visual effect will disappear 
and reappear after every battle. See page 119 for details. EASTER EGG 


* "To Live in Chaos" Side Quest: Blanketing Canopus Farms. You 
must defeat the Chocobo Eater within the village in order to complete 
the quest. 


* Final Day: A visual effect outside the Luxerion Cathedral. You cannot 
access this area. 


= THE SLAUGHTERHOUSE 


The Slaughterhouse is open every day from 19:00 to 03:00. Though a 
handful of quests lead you to fight scripted battles in the arena, you can 
also choose to fight there voluntarily. The prizes you can obtain include 
certain valuable recovery items awarded when you dispatch large-scale 
enemies, 


The opponent you face and the corresponding reward change every 
two hours. Once you complete the local main quest, two new sets of 
opponents and rewards appear (A or B), with the one you have access 
to chosen randomly every day. You can fight as many times as you want 
to obtain prizes repeatedly, though each battle advances the clock by 
ten minutes. 


PRE-MAIN QUEST COMPLETION SCHEDULE 


TIME WINDOW 


ro - 
Mies 


Gremlins 





19:00-21:00 


Gurangatch — — 
Zays — 


Skata'ne 


21:00-23:00 
23:00-01:00 
01:00-03:00 


POST-MAIN QUEST COMPLETION SCHEDULE B 





19:00-21:00 


21:00-23:00 Cyc -| Warrior's F ; 
23:00-01:00 nubys Silvered Medal j 


01:00-03:00 








a NEW GAME: 


Completing the story for the first time unlocks the New Game+ game mode and 
the Hard difficulty level. New Game» is also available when you hit the Game 
Over screen and via the Crystal of Atonement: a feature that appears next to the 
Door of Creation if you fail to defeat Bhunivelze on your first playthrough, and on 
the Ark on all subsequent playthroughs. 


Starting a New Game+ returns you to the Ark on Day 1 with all monster 
populations and quests reset, but there are a number of benefits to doing so: 


* Lightning's abilities and inventory (with the exception of most Key Items) 
remain intact, enabling you to further enhance her stats and equipment. 


Any head accessory that you obtain again (from treasure spheres or defeated 
Last Ones) is automatically upgraded, with its effects amplified. You can 
secure two upgrades in total, which makes items such as the Locket Pendant 
(which turns into Locket Necklace in its final form) and the Demon Earrings 
(which evolve into Devil Earrings) extremely powerful; see page 232 for 
details. Arm accessories cannot be improved; treasure spheres that once 
contained an arm accessory that you already have will instead contain a 
nominal sum of money (usually 1,500 gil). 


New Game+ Quest Rewards 


* Forges offer you a completely new service, whereby you can upgrade your 
weapons and shields by consuming Components. Many of these have 
enormous potential for development, even surpassing the stats of the Ultima 
Weapon and Ultima Shield. 


If you play on Hard Mode, monsters drop abilities of higher levels and all 
types of Components. This enables you to achieve a whole new level of 
potential ability and equipment upgrades. With these, Lightning's potential 
combat prowess (especially in terms of raw damage output) can far exceed 
her capabilities on lower difficulties... though this is entirely necessary, as 
her enemies are also far stronger. 


Hope's first gift to Lightning on Day 1 of a New Game» playthrough is the 
Proof of Overcoming Limits — a special feature unlock. By default, Lightning 
can reach a maximum of 50,000 HP, 5,000 Strength and 5,000 Magic. If you 
activate the new option in the settings menu, you can raise the stat limits 
to 99,999 HP, 9,999 Strength and 9,999 Magic. However, as the damage 
cap remains fixed at 999,999 HP, this isn't quite as useful as you might first 
imagine. It also disables your ability to submit your battle scores (awarded for 
all Last Ones and notable bosses) to the Outerworld. 


— 


All quests are reset when you begin a New Game+, which means that you can complete them again. The rewards you obtain are lower than during your initial 
playthrough, but still add up and make a profound contribution to Lightning's development. The following tables list the stat boost and gil rewards offered for all 
quests during a New Game+ playthrough, as well as the complete list of gifts you can receive from Hope. 


SIDE QUEST REWARDS 


QUEST 


LUXERION 








A Testing Proposition 
Play itforMe — 
Songless Diva 
Stolen Things 


W5BnE5BEB5sEsE5EoEBEB55E 








i 


YUSNAAN 
Sous: > AN 5 


— — —— — —— 


— — — — 


m ET NDS OO OO 


Soe: 





, Special one-time reward: Maximum EP «1 


SIDE QUEST REWARDS (CONTINUED) 


QUEST 


nen a 
t 





THE WILDLANDS 


—— 


Y 
20 
40 
20 
40 
40 
20 
20 
40 
20 
40 
40 
20 
40 
40 
40 
40 
40 
80 
20 
80 
60 
80 
20 


ESSEN cos: 
meenen. moomBompmem: 


Tool of the Trade - 


Old Rivals — 


_Adonis's Audition x 








THE DEAD DUNES 





1-5 (Luxerion) 


2-3 (Yusnaan) 120 | nec | 
3-3 (Wildlands)* | 72 2 | 19 

4-5 (Dead Dunes) 192 | 5 | 5:- | 
5-1 (Wildlands)**- | | 4 | 


v-— 


— ⸗ 


m "ELE 


» E 


LUXERION 


THE WILDLANDS 


THE DEAD DUNES 





CANVAS OF PRAVERS QUEST REWARDS 


QUEST 


Revenge Is Sweet 
Gift of Gratitude 
Inventive Seamstress 
Trapped 

A Song for God 

Slay the Machine 
Mythical Badge 
Grave of a Bounty Hunter 
Puppeteer's Lament 
Revenge Has Teeth 
Enchanted Brush 
Night Patrol 
Heretics’ Beasts 
Secret Machine 
Soulful Horn 


: A Dangerous Cocktail 


Time Doesn't Heal 


; A Man for a Chocobo Girl 


Unfired Firework 


| Rebuilding 
| Source of Inspiration 


True Colors 


| Beast Summoner 


Youth Potion 


Spell for Spell 
What Seekers Seek 


Moon Flower 
Forget Me Not 
Chocobo Chow 
Digging Mole 


Secret of the Chocoborel 
Wildlands in Danger! 
A Word of Thanks 

For the Future 
Hunter's Challenge 
Echoes of a Drum 

A Voice from Below 
Two Together 
Dumpling Cook-off 

A Secret Wish 

Sylkis Secrets 
Hunting the Hunter 
Gatekeeper's Curiosity 
What's in a Brew? 
Brain Over Brawn 

A Prayer to a Goddess 
Flower in the Sands 
Biologically Speaking 
Banned Goods 

Desert Cleanup 

Lucky Charm 

A New Application 
Supply and Demand 
Pride and Greed | 

For My Child 

Climbing the Ranks | 
Climbing the Ranks Il 


Bandits' New Weapon 
Pride and Greed II 
Pride and Greed III 
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A Treasure for a God k 
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1,125 
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CANVAS OPPRAYERS QUEST REWARDS (CONT.) 






QUEST 





























REV 
hd —* © 
Shoot for the Sky Ee ea 2,000 
Where Moogles Be we. | 2 7 1,500 
Fading Prayer $6 | = 1 1,200 | 
Seeing the Dawn DAE 3 1,050 
Key to Her Heart | uires 1,500 
Staying Sharp | § | | 1 1,200 
| Digging Mysteries 10 2 2,100 
A Girl's Challenge 5 1 900 
What's Left Behind 5 1 1,200 
| Forbidden Tome 10 | E 1,800 
| Roadworks I 5 ; | 1,200 
| Roadworks Il 10 2 . 1,800 
Roadworks Ill 10 = 1,800 | 
HOPE'S GIFTS 
Mist Wizard 
Devil's Daughter 
1 Prytwen 
Blizzard Lv. 
Light Guard Lv.1 
Red Mage 
2 Liberator 
3 EP Ability: Arise 
4 Black Mage 
White Mage 
#1 (New Game) 5 | EP Ability: Esunada 
8 | Bronze Malistone 
7 Amazon Warrior 
| 8 EP Ability: Army of One 
g Heartstealer 
| 10 | EP Ability: Decoy 
n | Martial Monk 
12 | EP Ability: Quake. 
| Equilibrium 
13 | Dark Muse+ 
mene 
= J = T 
om of qm Limits 
: |. Mighty Material (x10) 
3 | Gold Malistone (x5) 
4 | Mighty Material (x15) 
5 Platinum Malistone (x5) 
| 8 | Sword Polisher (x5) 
7 Shield Polisher (x5) 
#2 (New Games) · 
9 | Gold Malistone (x10) 
10 | Platinum Malistone (x10) 
11 | Sword Polisher (x10) 
12 Shield Polisher (x10) 
13 Mythril Malistone (x5) 
PM Adamant Malistone {x 
2 4,000 gil 
3 | sogi 
4 | 4,000 gil 
s | Agi 
6 | 4,000 gil 
Gee CSS Vn 
| 9 |  2009i 
10 | 10,000 gil 
| m" | 10.000 gil 
12 10,000 gil 
| 13 | 50,000 gil 
Dp M 100,000 gil 











* EXTRAS 


* NEW GAME: 


E SOUL SEEDS 


In addition to a monetary payment, there are secret rewards that you can obtain SOUL SEED REWARDS 
from Soul Seed traders when you reach specific Soul Seed milestones. 


The following table lists all rewards you can receive once per playthrough. | = — 225 nii 

with the corresponding number of Soul Seeds required. These are all valuable - | n — Wi 

recovery items. If you manage to secure an Elixir, you will unlock the “Unearthly 80 fir ul | 
Apothecary" Trophy/Achievement. | 100 | moes Elixir | Turbo Ether | 













F LIZARDS 






If you struggle to collect a sufficient number of Lizard Tails to satisfy SPAWN SPOT POPULATION 


the corresponding Canvas of Prayers quest requirements, the 
accompanying map will be useful. There are five specific areas in the 
Dead Dunes where you are guaranteed to find at least five lizards. 
Using the Cactuar Statues to warp from one spot to another, you 
can slash over two dozen lizards per trip in total, making this a very 
effective solution. The creatures will respawn after 12 hours. 





GUARANTEED 
LIZARDS 





SPOT 











Every lizard that you slash has a 60% chance to drop a Lizard Tail, and 
40% chance ta drop an Unappraised Item. 


RANDOM COLLECTIBLES 


RANDOM COLLECTIBLES; OVERVIEW (CONT.) 


As you travel through the four regions of Nova Chrysalia, small shining objects 
regularly appear directly on the ground. There are always five such items to be 














found on your current map. Any additional collectible that appears (such as a Bronzed Medal 
Soul Seed) makes the oldest of the previous five items disappear. The nature Jagd Woods, Eremite Plains Silvered Medal 30% 
of the item you obtain when you examine the shining object depends on your Crystal Medal 10% 
current location... and luck, as revealed by the following table. Any area that is egeven 15% 
not listed in the table does not feature random collectibles at all. Silvered Mec 10% 
Grasslands, Aryas Climb Crystal Medal 5% 
RANDOM COLLECTIBLES: OVERVIEW A Vegetable Seed 10% 
8 Bronzed Medal 30% 
5 City of Ruins Silvered Medal 60% 
' : Bronzed Medal = Crystal Medal 7% 
Commercial District, Arcade, Warehouse District, E 
South Station, Cathedral, Pilgrim's Causeway Silvered Medel = Gold Dust 3% 
; , Crystal Medal = Sher Moda 50% 
Waren Eus | 
| Bronzed Medal 30% 
z Bronzed Medal 30% Silvered Medal 60% 
E: Forsaken Gievevard Silvered Medal 60% siete saline 4 Crystal Medal 7% 
z " Crystal Medal 8% Platinum Ore 3% 
- Platinum Ore 2% Unappraised Item 15% 
Bronzed Medal 0% : " Bronzed Medal 50% 
Pilgrim's Passage Sivered Medal | 50% | Seeks Taare, GONE Of aan Sivered Medal | 25% 
Crystal Medal 10% | Crystal Medal — | 10% 
Bronzed Medal | 60% 5 | Unappraised Item 20% 
Old Town Silvered Medal | 30% S | Bronzed Medal 40% 
Crystal Medal 8% PE — Atomoss Sands |  Silvered Medal 30% 
Gold Dust | 2% i Crystal Medal 5% 
Glutton's Quarter, Reveler's Quarter. Bonne Naca on = Gold Dust 5% 
Champion's Qu egal City à Silvered Medal 30% Unappraised Item 20% 
i | Crystal Medal 10% | Bronzed Medal 30% 
| BronzedMedal | 60% | Dry Floodlands Silvered Medal 40% 
Warehouse District, Industrial Area, Silvered Medal | 30% Crystal Medal 7% 
Cargo Station Crystal Medal | 7% Platinum Ore 3% 
| Gold Dust 3% | Bronzed Medal 50% 
| Bronzed Medal | 30% | | Silvered Medal 30% 
Augur's Quarter, Palace Garden —— | ey | | Highways ON Fia 
— _ Platinum Ore 2% el z .| PlatinumOre | 2% 











Noel: Once you have completed main quest chapter 1-5, you can 
encounter Noel walking through the streets of Luxerion (GB). The 
conditions governing his appearance are as follows: 


NOELS APPEARANCE CONDITIONS 


CONGITION 





Walking from North Station toward the 
city (21:00-00:00) 
Walking from South Station towards the 
Warehouse District (16:00-19:00) - 

Close to the Clock Tower (03:00-06:00) — | 


| Cross the ticket barrier in North Station 
| Cross the ticket barrier in South Station 


Walk by the stairs in Pilgrim's Passage 





Snow: You can also interact with Snow after the end of main quest 
chapter 3-3. When you complete the chapter, he will stay in the same 
room for the rest of the day. On the following days, he can be encountered 
in the Augur's Quarter from 12:00 to 18:00 (€). 


Zanford's Hints: Zanford, the quest giver for "Last One Standing", offers 
indications on how far you are from completing his mission when you 
speak to him: 


ZANFORD'S HINTS 


LÁST ONES | 


ZANFÜRD'S COMMENTS 





DEFEATEO 








"The strength of the Last Ones is beyond imagining. They possess the 
power of all that came before them." 
"Some of the rarer species only appear in specific places or times. 
and They will be particularly difficult to cull down to one." 
“Live through this life countless times... | wonder why those words 
popped into my head?” | 
“The Last Ones inherit all their species’ memories, across time and 
space...’ | think it'd be nice if that were true.” 
| 10-30% “Oh? Looks like you've had some luck with the Last Ones? But you're | 
only just beginning. Don't give up.” | 
| 30-60% — | "You're really working your way through those Last Ones! | knew | 
was right about picking you.” 
60-90% “Well, look at you! You've defeated that many Last Ones already? Are | 
| you sure you're even human?” | 
90496 “You're nearly there. One last shove and you will have defeated all of 
the Last Ones. It is a feat beyond any normal human." 








Destructible Crates: Every time you break a destructible crate, you have 
a 10% chance to obtain a medal (or similar item). The crates that you 
smash reappear after five hours. 


The High Priestess: You can witness the High Priestess's preaching in 
Luxerion's cathedral twice a day, during the following time windows: from 
10:00 to 13:00 and 18:00 to 21:00. 


Lightning's Poses: If you leave your controller inactive for several 


LIGHTNING PETUR 





seconds, Lightning will strike a pose (&EJ) — usually to establish her 
growing boredom. The exact idle animation she adopts depends on the 
garb she is currently wearing, though there are also several conditions 
linked to the environment that can occasionally lead to special poses. 


IDLE POSES 


POSE | GARB/CONDITION 


Bored #1 
| Bored #2 
| Bored #3 
| Bored #4 
| Bored #5 
Bored #6 
Bored #7 


Bored #8 





Bored #9 
Bored #10 


Bored #11 
Bored #12 
| Bored #13 
Bored #14 
Bored #15 
Bored #16 


Bored #17 

Bored #18 

Bored #19 
| Dazzled 

Hot 

Cold 

Dizzy 


| Equilibrium, Vengeance, Vigilance, Innocence, Ultimatus, Divergence, 


| Providence, Guardian Corps, Knight of Etro 


Dark Muse, Helter Skelter. Electronica, Witching Hour, Candy Raver, 
Woodland Walker, Sand Fox 


| L'ange Noir, Cyber Jumpsuit, Passion Rouge, l'automne, 
Martial Monk, Duelist, Black Mage 


Dust and Shadow, White Mage, Blue Mage, Sun and Bloom, 
Stone and Sand, Hunter of the Wild, Soldier of Peace 


Champagne Gold, Violet Twilight 


Splendid Admiral, Quiet Guardian, Loyal Servant, Bold Vanguard, 
Velvet Bouncer, Cold Rebellion, Red Mage 


Nocturne, Paladin, Déjà Vu, Danse Macabre, School's Out, Lilitu, 
| La Fouldre 


Heartstealer, Primavera, Urban Outlaw, Dangerous Blossom, 
Hidden Justice, Ignition, Intruder 


| Mist Wizard, Watery Chorus, Purple Lightning, Carnaval Crusher, 
Rhapsody in Rose, Nightmare, Amazon Warrior 


Dragoon, Dark Knight, Dragon's Blood, Sacred Knight, 
Shadow Trooper, Astral Lord, Pallas Athena, Siegfried 


Miqo'te Dress 
| Spira's Summoner 
Sphere Hunter 
Midgar's Flower Girl 
| SOLDIER tst Class 


Shogun, Shining Prince, Dark Samurai, Sohei Savior, Utsusemi, 
Art of War, Flower of Battle 


| Tomb Raider 





Cosmocrator 
| Moogle Queen 
| In the Dead Dunes, 05:00-09:00 
In the Dead Dunes, 09:00-18:00 
| 1n the Dead Dunes or in the Wildlands, 18:00-05:00 


Make Lightning spin (without walking or running) 
by rotating the movement stick 





Midnight Mauve, Black Rose, Crimson Bloom, Icy White, Dark Orchid, 
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Adornments 
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Aarials 

Aero 

Aero» 

Aero Blitz 
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Aoronite (Habitat) 
Aerora 

Ailment Abilities 
Alchemist Velno 
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Anubys Notes 
Arboreal Spore 
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Arcangeli Q 
Arcangeli Notes 
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Army of One 

Arsenal of One 
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Aryas Apple 

Ashura 
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Aster Protofiorian 
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Aster Protoflorian Notes 
ATB 

ATB Charge 
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ATB Gauge 
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Attack 
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Auto-Abilities 
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Battle Arena 

Battle Score 
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Battlefield 
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Bhakti 
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Bhunivelze (Character) 
Bhunivelze (Enemy) 
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Cactair Notes: 
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Cactuar Notes 
Cactuar Doll AS zt) 
Caius Ballad (Character) 18| 
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Candice an| 


Canvas of Prayers (Chapter) : = 
- 


Canvas af Prayers (Dead Dunes) 

Canvas of Prayers (Global) | 48 
Canvas of Prayers (Introduction) | — 22| 
Canvas of Prayers (Luxerion) 138 | 
Canvas of Prayers (Wildlands) | — 1 
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Character Progression 

Character Specialization 

Charge Abilities 

Charged Strike 

Chef Aryas | 
Chief Moogle 

Children of Etro 


| 
Chill | 
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Chocobo Chow 
Chocobo Eater 
Chocobo Eater Q 
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Clock 

Clocks ("Like Clockwork] 
Collectibles 

Combat (Introduction) 
Combat Arena 
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Cosmic Arts 
Counterblow 
Counterspell 
Crashing Waves 
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Cursed 
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Cursega 

Cut land Keep} 
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Damage Types 
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Day ! 

Day 2 

Day 3 

Day 4 

Day 5 

Day 6 
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Dead Dunes (introduction) 
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Dog, Doctor, and Assistant 
Dolce 
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Dreadnought Q 
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Dropped Items 
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Dryad C) 

Dryad Notes 
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255 
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Emergency Treatment 
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Enemy Encounters | a9 
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Gatekeeper's Curiosity 
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Gaunt Notes 
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Gertrude Notes 
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Ghost 

Gift of Gratitude 
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Goblin Notes 

Goblot 
Goblot Q 
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Goblot Notes 
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HP 
HP Gauge 
Hunter Chief | 
Hunter Hopeful 

Hunter in Light and Shadow | 
Hunter's Challenge 

Hunting the Hunter | 
ice Blitz 

kcespark | 
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Icestorma 
Imperil 
Imperilga 
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Like Clockwork 
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Loupe 
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Luxerion (Introduction) | 
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Magic 
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Niblet 

Niblet Q 

Niblet Notes 
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Night Patrol 
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Officer 
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Olga 

Omega Point 

On-Screen Display 

Oracle Drive 
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Ürichalc Malistone 

OSD 
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Pain 
Pained 
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Persona! Guard 
Phantom Rose 
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ENLIGHTENING 


“With so many things to be accomplished and uncovered ín a game world 
teeming with opportunities, this book will be a teacher with boundless 
patience, a savior when things seem bleak, and a wise friend always on hand 
to offer the advice you need. It is encyclopedic, yet unfailingly accessible. 
Our longtime partner, Piggyback, has accomplished miracles in creating this 
authoritative (and beautiful!) companion tome.” 


Motomu Toriyama 
Director, Lightning Returns: Final Fantasy XIII 


VISUAL WALKTHROUGHS 


All main quests and side quests covered, with annotated maps 
offering immediate solutions. 


ALL SECRETS AND UNLOCKABLES 


Special rewards, hidden dungeons, New Game+ bonuses, Trophies and 
Achievements — all at your fingertips! 


CLASSIC PIGGYBACK EXPERTISE 


The game's most complex (and hidden!) systems laid bare in an approachable 
yet comprehensive Strategy & Analysis chapter. 


THE ABSOLUTE REFERENCE 


All-encompassing Bestiary and Inventory chapters, with all details on every last 
monster and item. 


INCLUDES A 2-SIDED MAP POSTER 
COVERING THE ENTIRE GAME WORLD! 
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This two-sided poster features the main map of each of the four regions of Nova Chrysalia. 
These maps show the position of all shops and amenities, as well as all collectibles available 
by default. 


To avoid potential confusions, quest items that only appear when a specific condition is met are 
represented on dedicated maps in the guide's Side Quests chapter. 


The maps of the interior areas (Patron's Palace, Temple of the Goddess, Temple Ruins) can be 
found in the Main Quests chapter (see page 68, 84 and 94 respectively). 
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This poster features the main area map for each of the four regions of Nova Chrysalia. These 
maps show the position of all shops and amenities in addition to all “fixed” collectibles. 


To avoid potential confusion, quest items that only appear once a specific condition has been met 
are represented on dedicated maps in the guide's Side Quests chapter. 


Detailed maps of key interior areas (Patron's Palace, Temple of the Goddess, Temple Ruins) can 
be found in the Main Quests chapter (see page 68, 84 and 94 respectively). 
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